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IT GIVES NEW 
MEANING TO 
SLUGFEST. 


In the 24th Century, baseball legends are 
made, not born. Because this is Ultra’s® Cyber 
Stadium Series — Base Wars™ for your NES™ 
And baseball’s high priced heroes have been 
replaced with hulking mechanical he-men 
resembling humans, half-ton tanks and 
unidentified fielding objects. And they’re 
programmed to pound, punch and blast it 
out for base possession. 


,, you can cash in your Cyber 
League winnings for parts, repairs and a wild 
assortment of metal shearing weapons. And 
if the battles get too brutal. Just save the teams 
and stats for another day. 

So choose your bionic ball clubs, set the 
robot rosters, and go circuit to circuit in single 
games or a tortuous 10 game pennant chase. 
See if you can survive America’s favorite bashtime. 



"HE'S GOTACANNON 
FOR AN ARM" 

• Control the speed, 
direction and path of every 
pitch, inciudins the flashy 
Ultra-Fastball. 

• Strategically adjust the pitcher’s and batter’s position. 


ALL THE SIGHTS, SOUNDS AND STRATEGY 
OF BASEBALL 


SHOP TILL YOU DROP 
A BUNDLE 

• Rexy the Riveter will v^it 
on you in the Parts Shop. 

• Use your Cyber League 
cash winnings to buy parts, 
repairs and weapons. 

• Choose from 22 different protective and offensive 
Items including iron gloves, hyper engines, laser sv^rords 
and more. 




• It’s all here— pitching, hitting, fielding, running, and 
catching. Just be sure to duck when the shrapnel flies. 

• Awesome selection of music and super sound effects. 

You'll feel like you’re right 
inside Cyber Stadium. 




TAKE ME OUT AT THE 
BRAWL GAME 

• Getting around the bases is 
brutal because if you want 
one you'll have to fight 
for it. No force outs! 

• Beat, cut, thrust, kick, jump and spin to attack, 

• Engage the special combination attack sequence. 

• If your all important 
Hit Points reaches zero 
your cyborg will explode 
in a cloud of nuts and 
bolts. Three blown 
cyborgs and you're out. 


YOUR TEAMS 
ARE AT 

YOUR COMMAND 

♦ Name your own 
teams and robots, 
set the line-up, assign 
field positions, even 
determine which robots 
are right-handers and 
southpaws, 

•Challenge a friend or 
take on the NES itself. 

• Battery back-up lets 
you save all 
I the teams 
I and key stats. 


UP-TO-DATE DAIA AT YOUR FINGER TIPS 

♦ Review any robot’s current equipment. 

• Four different models of mechanical maulers, each 
with specialized circuitry for 

playing a specific position. 
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ByneGamehvs 

Over the past few years video games have exploded upon our TV screens. How we 
spend our spare time (and our spare dime) hasnl been the same since. 

At GamePro we've been stomping the controllers right along witii you. But the 
sheer mass of games that are dumped onto our machines is almost impossible to sift 
through. V\fe do it, but we know you haven't had a (France to scope thOT all out. Some 
carts always manage to slip through the cracks. 

So just in case you haven't seen some of the top carts out thee, here's our first 
compilation of Video Game Greyest Hits as reviewed in the pages of Gam^ro. V\fe’ve 
scanned through the mag to find the hot video garhes we've covered. We aren't talking 
tot^ly stone cold oldie moldy - ProClassic - material yet, no Super Mario 1'sorZanac's 
here. But some day w/hen someone with a tot of time on tieir hands decides to set up 
the Video Games H^l of Fame, these carts will be there. 

Having said that, we can already hear noise, tf your favorites didn't make the cut 
this time - Chill! There’s always next time. Besides we only had so many pages to work 
with! Everybody^ got an opinion, that^ cool. Here’s ours. 

In the battle for most popular carts, those Teenage Mutant Ninja Turtles cowabun- 
ga’d all the rest (besides don't they make an excellent orver?). 

The NES list was a tough call. Old favorites like LoLo, Mega Man, Castlevania, and 
Ninja Gaiden made it, but in their newer versions. Relative newcomers like Batman and 
The Immortal were too good to sit on till the next Yearbook. Tecmo Bowl was the only 
LBTanimous sports selection. 

To give all 8-blt-ers their due, see what you think of these three bonafide Sega 
Master System hits: Alex Kidd in Shinobi Wxld, Psycho Fox, and SpellCaster. 

The Genesis list shouldn't be missed. There's a little som^lng for everybody - slick 
hand-to-hand combat in Budokan and Revenge of Shinobi, hackin' and slashin' in Golden 
Axe and Strider, fine loleplaying with, of course, Phantasy Star II, and all-out shooter mad- 
ness in Phelios and Thundeiforce III. It!s a good crew, but oocrfih those carte we couldn't 
include - sorry ESWAT and John Madden Football %is! 

Bonk’s Adventure, Devil’s Cnjsh, and Ninja Spirit would be great games on any 
system, and we think they’re definitely among the class of the TurboGrafx-16 Tur- 
boQiips. But Military Madness and Splatterhouse have loyal followers who would bust 
down our doors if we didn't include them. 

Handhelds held thar own. The Game Boy's got strong representation with Batman, 
DuckT^, Wizards & Warriors, and those pizza-lovin’ Turtles. The Lynx litter is a gem 
with Gauntlet, Slime Wcrld, and Xenophobe. 

Okay, now turn the pages and check out the Hite as we saw them. By this time next 
year, we’ll have an entirely new batch, axl even tougher decisions to make \with Game 
Gear and probably Super NES games, too. Maybe we’ll let you decide. Now, excuse us 
while we sneak off to the arcades, those Double Dragon nuts can get pretty meani 



Graphics: Judges the cart's pix, animation, and artistic design; Sound: 5 = Turn up the volume! 1 = 
Noise pollution: Gameplay: Rates how smoothly the game’s command interface and controller 
functions translate into onscreen action and fun; FunFactor Here’s the bottom line: Is it fun? Chal- 
lenge: Rates the computer’s smarts and game skills, but remember a low rating here isn’t neces- 
sarily bad and vice versa. See Graphics, Sound, Gameplay, and especially FunFactor. 
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' This past Christmas lucky 

' GamePitJS scored big if 
' they managed to beat the 
crowds and snag a copy of 
Ultras ultra hot Teenage Mutant Ninja 
Turtles: The Arcade Game. If you didn’t 
score this Turtles sequel or you’ve finally 
defeated tiie Foot Clan, why not check 
out the original that started it all back in 
1 989 - Teenage Mutant Ninja Turtles? 


SlwHmg Out the Action 

Shredder has abducted news reporter 
April O’Neil and every die-hard TMNT fan 
knows she^ the only person who can 
bring Raphael, Leonardo, Michaelangelo, 
and Donatello out of their shells. The Tur- 
tles are determined to save April, put an 
end to ole’ Shred-head^ worthless exis- 
tence, and in the process restore their 
radical rodent martial arts master. Splin- 
ter, to his normal human self with the 
Metal One’s Life Transformer Gun. 



SAraftter's noting! 


The heroes in a half shell track 
Shredder across five incredibly tough lev- 
els of turtle-stompin’ action through the 




streets and sewers of New Yort^ City and 
into Shredder^ horrific headquarters, ttie 
Technodrome. You have to play each of 
the four Turtles one at a time, but you 
can switch among them any time. Each 
Turtle has his own life line, and if It runs 
out you’re captured! 


River Dam sky-high. In Level Two that 
makes swimming not sword-fighting 
skills a must. 


Oie bemlis or its turtle soiw. 


PIWTIP: At the start at Oie mderwatBr 
seetiea, proceeh light aah dbana Bemh 


PmrP:E}vlepethehuUhm«aiiyap- 
dBP. The eeljf Amt amts are heiU^ UK 
u.aune. 


PftOUP: The large haUag m the canter 
of Ok auf is a terrillc seat W aeimp-up 
with pina hetweee exatrsmas iate the 
cases. Yea can alse rescue a iahea cem- 
rahe is me passageway aaher the he- 
strachhle hlechs. 


The action's in the sewers. 


Most of the action in this one-player 
adventure is displayed in a side view per- 
spective inside sewers and buildings, but 
in order to find tiiese you stroll the streets 
via an overhead, bird’s eye view. 


TiwOe Power 

Naturedly, they use the w/eapons they’re 
femous for, but you can add to their ar- 
senal by grabbing a limited supply of 
special throwing weapons such as boom- 
erangs and shurikens. Other helpful items 
that pop up occasionaily include energy- 
restoring pizza, rope for crossing the 
gaps between buildings, and an item 
called “Mr. Invincibility," which makes you 
temporarily indestmctible. 
imP:TeAeshvytheBiBMoasarstaail 
mrectiy miler las steel mws, use Oee's Be, 
aeA helA Aewe Up aoA pash B ceatieaea^. 

Those Oam Bombs 

If the world's most fearsome floating 
fighters successfully rescue April in the 
first level, they find out that Shredder has 
set eight bombs to blow the Hudson 


One. Swim igt through me llpst passage 
to get Bemh Tm. Go Pact hewn jotf right 
taBomh Three. Then heap apaaP Bemh 
Four a to the iett. NbkK go right ta Bomb 
Use. Up anP thee right leaps m Bemh Six. 
Be Pawn, than Pawn on the right sale, 
anP yea PnP Bomb Seven. FmPy, smm 
Pern m the left then heap right U 

BemhGght. 

PBOTB^ It your oxygen thno' is about m 
ran out, which automaticaBy drowns 
your eatm team, select the weakest 
Turtle and ceaiait Turtle-dPe. That way 
you only less one Turtle and the bombs 
you've PisarmeP remain inactive. 

Keep on Truckin' 

The good times really roll in Level Three 
wh«i the fab four bum seme rubber in 
their Party Wagon. Armed with Anti-Foot 
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Pa>ty down on Ote Party Wagoal 


Clan Missiles and a rapid-fire Vulcan Can- 
non, the boys must search thnDugh the Big 
Apple to find Splinter, who was kidnaw>ed 
while they were off saving the dam. 


Four you can cruise after Shredder in the 
Turtle Blimp - if you can find it. It^ some- 
where in JFK International Airport, but 
you’ll have to fight through the Clan 
again to reach it. 

Techno Tough 

In Level Five, Shredder’s getting scared - 
you’re close to the Technodrome, which 
is hidden deep within one of four caves. 
But if you fal the first time around, its lo- 
cation changes every time you play. 

Enter the SluviUei’ 

The final big brawl broils inside the 
Technodrome with laster totin’ rocket 


Turtle Soup 

TMNT is a good blend of side view fight- 
ing and overhead map tracking that 
ought to keep your fingers busy. Howev- 
er, it’s got a few dents in its shell. 



Don meats Bebop. 



PROTP: As yen drive the Wagon, /mess 
Select to Bidt and ad aascreai Foot Clan 
soHBam and Boder Cars iSsappear. 


Airpert Ihgh Mis 

If you rescue Splinter, the Foot Clanfe 
lunch, and waste the Mecaturtle, in Level 



Save Master SpWiter from the MecatarOe. 


men ^ miniature mechanicat dinosaurs 
with whip-lash tails lurking around every 
comer. All paths lead to the Turtles’ arch- 
nemesis, ttiat “Edward Sdssorhands” re- 
ject, Shredder. 

PIWTP: To beat die TeOnedreme tank 
waft aatd die laser fnrtc/ws eft, dm 
jump en the dvads and dIsabiB the two mh 
ahgum. New, concentrate on the eymdeps 
radar, but look eut tor Feet SeUms. 
PROW: When Smedder attacks, jatm on- 
a the r^ ledge, duck, and your 
weapon te knock him away every tbne he 
dies te leap ante the left platdirm. A 
special weapons such os the Triple 
^uiikens works great! 


The absence of a mufti-player option 
detracts from the whole concept of Turtle 
togetherness, the overall action is just av- 
erage, and it^ nearly impossible to finish 
only two continues. Also, although 
the Turtles look cocH, the Foot Clanners’ 
graphics are a little weak. 

Despite these drawbacks, however. 
Teenage Mutant Ninja Turtles will rank as 
one of the top-selling NES carts of all 
time. What gives? Turfle power, dudes. 
When you’re hot, you’re hot. Cowabunga! 
Temiage MuWit Nbtla Turdesby Ultra 
(S4S.BS - Avadaide Now. 2 megs * MMC8). 
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ByMnttyAPcatte 

Cow^ngal Everyone’s 
favorite heroes in the 
half-shell thought th^ 
could kick back and 



catch some rays. They tossed Shredda’ 
into a garbage truck for some serious 
shredding, but his titanium battle helmet 
kept his maniacal mind from being 
mashed. Now they’ve discovered that 
Shredder is still alive, and he’s stoked for 
revenge. Bummer! He's training new, to- 
tally terrifying Foot Clan soldiers, and he’s 
recruited a pair of alien dudes, Tora and 
Shogun, to hunt down Michaelangdo, 
Donatello, Flaphael, and Leonando and 
put them out of business for good. We’re 
talking turtle scxip! Double bummer! 


Bust Some Moves 

&iredder has snagged April, a lovely 
journalist, as bait to lure the pizza- 
munching mutants. The horizontal and 
vertical scrolling action, based on the 
smash arcade hit Teenage Mutait Ninja 
Turtles, takes place in the crime infested 
streets of New "ycHk City. Before foey can 
come fece to fece with Shredder the 
awesome amphitHans have to hack and 
slash their way through seven scenes, 
ten levels altogether, each populated by 
hordes of boffo Foot Clan goons. 

One or two turtles can head into 
combat. It’s great to go it alone, but for 
really hot action nothing beats a two- 
player simultaneous game where each of 
you picks his favorite turtle. Each turtle 
has three lives and three continues. 



PROTP: Tlmn an m mafor dfttapencas 
batman the four turtles. Altheuihi Mcft 
ana has a dittaraat weapon, the range 
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aab p awar Of eaa weapon Is the same. 
Just fhek year tavorttal 
PhOWtln a two-player game you can 
staal a Kfo from your buddy by hltthig 
Batten M whan aP of your Pvos are gone. 
PPOJV:^ an extra Pte for ovary 200 
pobits. Each onemy you snag Is worth 
one point. 

BoaSTrei 

Once ycxj ^d your favorite turtle hit the 
road itfe martial arts madness. The action 
is straight-ahead arcade-style with non- 
stop hand-to-Foot-Clan fighting. Here’s a 
brief road map of what lies ^ead. 

It all begins when April gets 
snatched, and you battle it out wifo ninja 
Foot Clan baddies in her Midtown Loft. 
Yo! You better practice your moves now, 
because these Foot Clan soldiers ae 
nothing compared to the totally radical 
clowns waiting for you up ahead. 


mw: Use the dttterent 
olpects you find hi the 
stPMts (sign pests, 
orange canes, 


with das move to tana set mast 
Foot Clan sohhers. 


fflOnP: Reckstoady Is waiting tor you at 
the end of Scene 1. Use your Junv/swing 
move on bhn end all of the big, bad Foot 
Clan bosses. 


Make it out of April’s loft with your 
shdl intact and you’re ready fa a little 






PfWTP: Mousars are MterOy busttag 
thraigh the wans of Ow taimr. StanI 
piglit In bwtal the openlag they break IB 
the wall and whack amy at them as fast 
aayaecaa. Your llrathltlmocks them 
hack and the aecend one hnlshes them ott 
- wlht mki^al damage to your karma. 

Get ready to freeze your...er...weH, 
whatever it is that turfles freeze when you 
start slipping and sliding in Scene 3’s 
snowy CeniTal Park. Here you’ll have to 
dodge falling boulders, fight some frozen 
Foot Clan freaks, and baffle Tora, one of 
Shredder’s ali^ bounty hunters. 


PhOTV: Watch eat tor open omnholaa. 
Fad m and you lose two Ufa bars and 
wonder "Who tamed out the gghttf 
PROnP: &ieck out the Pina on the iwmt 
ledge Id the Scene 2 street lem.Plzza It 
uagh to had m ms game to turn where 
every dislocated and mka sure you 
munch n down, m a twe-pmjfer gam 
dare's sm only one ^fdhtzta per to- 
caden. Yeu'd have to deMe who needs It 


Piwnp: Ms yen round ddt comer wsM 
out tor the two Pina Hut sigm. nw/V 
tad ett the warn and sgua^ you Oat. 

If you manage to bash Shredder’s 
main porker, Bebop, you’ll find yourself 
taking a nasty plunge into the sewers. 
. Here you’ll tangle with a mess of medi- 
anical Foot Clan monsters, ninjas 
packing knives, hammers, and 
daggers, and the gnarly Dr. Stock- 
man in his flying fortress. 
y nonP: Sure yen can swhn,hia 
\ ndssdes may make mmce..er.^ 
l^^^^^drde meat el yen In a dash. 


0 ] 
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PROJP: Don't taB Bito ttK snow pSes on 
the gpowMl. Yeu'B lose two Hto bars. 

Phew! You’re out of the cold - but 
things are tough all over. Vinnie’s Parking 
Gar^ is crawling with Foot Clan creeps 
with knives, machine guns, and throwing 
stars, and you're the one in charge of 
spring cleaning. 

PRQTfP: Watdi out tor cars Uiat suddat 
lypaB oat of Idaces to plasta> 
yoa Kress the Kph^. 

PROW: There's a sUce otHza at ne 
Old of Ods lev^, pat to the nght of 
where yea's the lass. 



farm toOiw k awesome gm. Try to 
stand on Ids shaiktw and then wait untM 
he shoots and jemp and Idt him. 

Scene 4 takes you to Madison 
Square Avenue and the Rock-A-Fella Ex- 
pressway. Both of these scenes are 
buzzing with action of the motor vehicle 
type. Speeding cars and motorcycle nin- 
jas try to run you down, and pe^ 
Ftoadkill Ftodneys want to make this an 
electrifying experience for you. Foot Clan 
ninjas witti spears are eager to turn you 
into amphibian shish-ka-bob. What!s a 
turtle to do? How about going totally 
tubular and showing them your most 
radical moves, skateboard-style. 

PROTP: When yea’re on top eta spKdap 
^atebeardpat use yoarpanp/smng and 
other moves as usual. 



PROTW: Dai't let tia ttKkhawk bed's 
sh^'Slack yoa. use yam Junving 

nave on them ever mid over and you'd 
gramd than lor giad. 

Once you reach Scene 5’s Rock 
Quarry you’ll have to bust some really 
radical moves. The Foot Clan soldiers 
here don’t fight fair with their machine 
guns, boomerangs, and knives. Granitor, 
the boss, likes his turtle meat crispy, so 
he tries to fry you with his laser cannon. 
PROTP: Its easier to dght Iran the up- 
per level Hi this Keia. Ttds way yoa 
avi^ the iKers firing outelOw bottom 
platform. 



fHtOTP:8taynem’WerearwMtem^e 
It pKt the laser-drHv ^s safely. 


Scene 6 is the house of Shogun. 
The action here is awesome, especially 
when you go head-to-head witti the Vin- 
cent Growls (two while tigers) and 
among others, Blade, who uses his 
deadly blade hands ftx a little mutant 
slice and dice. At frie end of the scene 
you’ll face Shogun himself, another of 
Shredder’s intergalactic bounty hunter 
buddies. 



PROTP: Beat dmcent Vmi firvw/ by dodg- 
ing Ids charges and standby near the 
screM edges to bop hhn ai tla nose k 
be runs from left to NsM mid ^e-versa. 
PROIP: Rathe ha ScavHms by backbig 
them off the sctko e^ ma Idthip 
them repeatady anhl they're daa tor. 

Make it to Scene 7 and you’re in the 
Technodrtxne - time for the battle of your 
life. Here you’ll have to tangle with l^ang, 
a warlord alien, and Shredder himself in a 
deadly fight to the finish. 



PKITP: Watch oat lor the caanens that pep 
up ta hmn you Hihi a hvan turtle pepsicle. 
PROTP: Watch out hm fadhig caiuieidi^ 
wfm you're rhdng ha ^vator. 

Awesome! 

TMhn: The Arcade Game is sure to be a 
monster hit. The heavy-duty feithful-to- 
the-arcade style game play (and it's a 
long game!) are real crowd pleasers, and 
the radioactive mutants are as person- 
able as ever. The new scenes blended in 
with the original arcade scenes are a 
great addition. The music could have 
been bett^ but, hey, you can't have ev- 
erything. If you’ve had a bad day, bash- 
ing Foot Clan boffos is a radical way to 
lighten up. Go for it, dudes and dudettes! 


PROTP: Watidi out for bmtdao s0ies 
that pop out of the floor. Ran and Jump to 
flip over ham. 


Teenage Mutant Nmja Turtles: The Arcade 
BamebyUltpa (854.3S-Avadalde Waiter 80). 
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GIVE YOUR GAME BOY A TASTE 
OF COMBAT, CONTRA STYLE. 




Mmmmm, Operation C™ for Game Boy™ has all the brutal 
battle flavor of the NES hit Contra™ But here's the bite: this 
time it’s Scorpion alone versus Black Viper-Red Falcon's partner 
in slime- who’s turned a secret naval lab into an experimental 
alien freak factory. 

To blow awoy Black Viper’s pit of hideous genetic mishaps, 
you must blitz five merciless war zones including Mutant 
Mountain, Phlegm Forest and the dreaded Cave 'O the Crud Creatures. 
All infested with zombie snipers, bloodthirsty squid lice, savage 
spider moths, devastating techno-terrors and more. 

Of course, in true Contra style, you'll have to upgrade your arms 
as you go with Spread Guns, Fire Guns and the all new vermin-seeking 
Homing Gun. Three lives plus a Continue Mode may keep you going. 
But Block Viper's awfully 
hungry and you're going to 
make a tasty Blue Plate Special. ~ a a a 



The gameplay is first-raie. Like many 
video ajpertieroes, Batman packs a 
pov/erful punch. But he also has a 
Batarang, a Spear Gun, and a Dirk. 

Vbu get bonus items by beatfrig the^^ 
Joker’s henchmen or destroying 
his seven types of booby traps. Pelle»v V 
add ammo to your weapons. Hearts re-^ 


ByS^Mo 

The Joker’s got Gotham City in frre grip 
of a vicious crime wave. This time the 
Clown Prince of Crime’s really got nerve 
- nerve gas, that is. And he plans to use 
it at his earliest convenience! 

That means it’s time to call you- 
know-who! 

Its a Gas! 

Batman stars in this action-packed video 
game based on the hit 1989 movie, This 
time the Dark Knight’s one-man war 
against crime takes you through five lev- 
els of play in order to destroy the Joker's 
gas plant and put the hook to his insane 
plans. 


llBaoimttliMahn,lmnallW 0 heapL 

g^ierate your life points, although you 
get several continues. There^ no pass- 
word feature. 

You’ll have to pull some fancy fight- 
ing to beat the villains, but there’s usually 
time to figure out the best tactic versus 
obstacles. Batman also has a gra\%-de- 
fying wall jump that’s definitely a ox)l 
move. 


Yoaavtlie Dark KnfgM. 

this cart in a few days is because you 
won’t be aWe to stop playing. 

Anyway you look at it - comb, movie, 
or video game - Batmanis a classb. 

Batman by Swsott l$48M). 


PROT/P: You nab gootbes by beaffiig bab 
guys. To stock up, back out ol scenes to 
make them reappear. 


PBOTtP: Batman can stamt untb one foot 


Step B0tgy betrn&i these mectmc maps. 

Thank you, n/laskei Man 

Batman's definitely a winner! The cart’s 
graphics are terrific with great animated 
sequences between levels and a dark 
overall look that really captures the mood 
of the movie. The only reason you’ll finish 


7/w j(b(er wants the last lau 0 i. 

However, the pasty-faced maniac's 
recruited a monstrous mix of mad men 
to make your life miserable. The Killer 
Moth fires kilter moth balls. The Electro- 
cutioner puts on a shoeing display. Rre- 
bug likes the action hot, and he really 
bums you up. 

You'll have to get by these boss guys 
and ten other villans to face the Joker, no 
laughing matter 


PROW: The Jump works wtm you 
Jump down as well as op. Just step ott a 
ledge, press A, and use the directional 
pad to move towards a widl. 


to Video Game Greatest Hits 









PROnP: tn stage 1-1 defeat Heatwave by 
waitbig at the edge of the shooting 
flames. Wh&i his tiame is off, idiarge 
forward and pmch fds lights mrt. 

PHOtilP: Take an tiie Hyrng Biforcers in 
Stage 1-2 by staying low and using the 
Dirk. 

PHOTIP: When you beat the Enforcers get 
yoim Spear Bun ready before you drop 
off the ledge. Tbats so you can attack 
Stage 1-2's K.B. Beast vdtdily, belav he 
can pull his sword. 


PROTIP: To beat the killer Moth in Stage 
1-8, stand on the sidelines whiie he 
throws his fireballs at ym. When the 
Moth comes down to your level, tut him 
with your DiMi or pimch him. 

PROTP: When you face the three-part Ma- 
chine Intelligence System in Stage 2-4, 
use the Dirk or the Bun to demolish the 


PROTIP: The jumping Jaders will give Bat- 
man (and you) a real headache. Move to- 
wards them as you strike, so that they 
jump over you rather than on you. Some- 
times you can make tiie Jaders in tiie be- 
ginning of Stage 3-1 disappear. Bet them 
to chase you to tiie left and jump aver you. 
then run forward to make the screen 
scroll over them. Yai can also shoot them 
offscreen. When them hands appear on 
the right edge of the screen, they're 
stuck Oiere unless you move forward. 




dual cannon first. The cannon 
shots high, then two shots low. 
out We Electric Current Cono*eller on tiie 
upper toft. Stand on the top right platform 
(watch eat lor the electric Jolt), jump up, 
and shoot. When you blow the ECC, imme- 
diately drop off the platform to avoid the 
shots from the IVerve Center behind you. 
Now, Jump up to the Nerve Center and 
crouch in front of it to avoid its triple 
shot. Jump and punch the blue eye. 


PROTIP: To defeat the Bectrocutioner in 
Stage 3-4 Jump to tiie top platforms and 
stay on the same side as he is. When he 
Jumps to tiie other side, follow him over, 
face the center, and punch him or shoot 
him continuou^y. 

PROTIP: When the Brebug in Stage 4-4 
raises his arms to throw fireballs. Jump 
over them and toss tiie Batarang at him. 
The Batarang only uses one shot to hit 
him twice coming and going, so it con- 
serves your weapon energy for the bat- 
tle- with the Joker. When Firebug rushes 
at you, ran towm’ds him and jump. Your 
momentum should carry you safely over 
1 , then you can hit him from behind. 

PROTIP: The Joker's attaiJi pattern is 
similar to Firehug's, but he calls down 
lightning from the sky when he raises bis 
arm. Avoid the lightning and Jump over 
the bullets he fires, then, use your 
Batarang. You can also defeat the Jokm' 
by ducking down right where the tip of 
his gun is at the floor and punching away 
at his stomach. You'll be able to avoid 
both the deadly shots from his gun and 
his lightning bolts. 
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So, you think you're hot stuff for defeat- 
ing Count Dracula not once, but twice in 
Castlevania I and Castlevania II? Sorry, 
folks - he's back. Castlevania III - Dracu- 
la's Curse is perhaps the most challeng- 
ing and entertaining game released so far 
this year! 

Deja Vu tor You! 

The setting is familia': The village of 
Waakiya is being terrorized by Count 
Dracula and his evil anny. As usual, the 
world's only hope for salvation rests upon 
the shoulders of the young lad named 
Belmont - TREVOR Belmont, that is! This 
game takes place 100 years before Si- 
mon Belmont's birth. 

The game looks, sounds, and plays 
almost identically to its predecessors. 
Fans of Castlevania I will find the same 
features, weapons, and time-constrained 
levels of play, as opposed to the long, 
drawn out quest in Castlevania II. 

As in Castlevania I, you must work 
your way through increasingly difficult lev- 
els of play. This time, however, there are 
17 different levels. Along the way you 
use your Mystic VWiip to break open 
candles looking for valuable hearts or 
special weapons such as the Battle Axe, 
the Banshee Bocmerang, or the all pow- 
erful Rosaiy which eliminates every ene- 
my onscreen. Other useful items such as 


SC0B^C«©25©« TtH£ 02S»^BLK 2-Ot 
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PROTIP: II the timer permits, ioaO up on 
extra hearts lor your special weapons 
by repeateOly reentering the previous 
section you were in. The candles will re- 
light and yield hearts each time. 




helping Quasimodoes. and a Boss that 
looks like King Kong! 


new nasties 
such as flying 
Medusa heads. 


PROTIP: Strike all the walls and lleors 
lor hidden items! 

Although this game is most similar to 
Castlevania I. fans of Castlevania II will ap- 
preciate frie fact that it's still a quest. Un- 
like Castlevania I which places you on a 
preset course, you can choose your path 
at vafous crossroarjs. Some lead to new 
levels, while others Irad to your doom! 


PROTIP: One way ti 
heads is to use the Pocket Watch and 
Ireeze their llight. 

Awesome Allies! 

The most innovative aspect of Castleva- 
nia III involves our hero’s three new allies; 
Alucard - the son of Count Dracula 
Grant Dynasty - the ghost of a Rrate 
Captain, and Sypha Belnades - he mys- 
tic walprd of Warakiya. Trevor must first 
defeat each character before he is able 
to trarTsform himself into them and take 
on their specific abilities. Alucard fires a 
powerful Bail of Destruction and can turn 
into a bat. Grant Dynasty sticks to walls 
and ceilings, and Sypha Belnades can 
shoot flames, ice crystals, and balls of 
lightning. 

A Feast lor the Senses 

Castlevania 111 looks and sounds great. 
The music is upbeat and lively wrtth a va- 
riety of tunes, eerie sound effects, and 
the familiar Castlevania theme. The 

graphics outshine previous versions 
with intricate backgrounds and a 
wkde range of colors. 
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password feature that enables yo 
gin at the last level you played. A 
feature, however, is the lithium ba 
which customizes the passwords 
each specific game 
cific 


A Spooky Dish! 

Konami has done an exemplary job of 
combining the best elements of Castle 
vania I and II with new ingredients to 
make this an extremely familiar yet excit- 
ing new game. Castlevania fans will love 
this new chapter of the monster saga. 
The numerous iev^, detailed graphics, 
and challenging gameplay make this a 
mouth-watering video game delight! 
your teeth into Castlevania III, before 
Count Dracula sinks his into you! 


Castlevaaia - Dracula’s Curse tram Kana- 
mi (S43.9S - Available Fall lUfUii 
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By Johmy ArcaVe 

Yo, gamers, Dragon j 
Warrior rides again. 

That’s right, the Dra- 1 
gon Warrbr role play I 
saga continues in Dragon Warrior II. In 
case you haven’t heard the Dragon Yfer- 
rror series is one of the biggest game 
crazes to ever hit Japan (they’re up to 
Dragon Warrior IV). Last year Dragon 
Warrior came to the states. Now, Enix 
America, a new Nintendo licensee, is 
bringing us part two. 


Family Ties 

If you battled your way. through the first 
title you’ll remember that you were a de- 
scendent of Erdrick who saved the King- 
dom of Alefgaid from the Dragon Lord 
himself. The second saga takes place 
about 100 years later. Hargon, an evil 
Sorcerer, trashed the Castle of Moon- 
brooke, leaving a trail of deafri and de- 
strucfon. It’s up to you to make Hargon 
chill out before he puts the kingdom on 
ice permanently. 

Gel Really to Reck ami "Role" 

If you’ve never checked out a role play 
game. Dragon Vifeirior II is a good place 
to start. It’s a classic role play scenario 
where you head out across the land in 
search of information, special items, com- 
panions, and clues as to how to stomp on 
the bad guys. The cart features a map of 
the entire land, including oceans, moun- 
tains, deserts, and caves. When you reach 
towns, castles, towers, or caves you flash 
to an up dose and personal view which 
enables you to explore the buildings and 
talk with the inhabitants. 



Ta/Kr to ev&’yoae! 


nORP: Here's a standarH role pfay Hp. 
Before you save your game with the King 
or the Wizard in ttie different towns, 
char^ yoursaf up at the inn, buy what- 
ever you want to buy, and epuip yourseif 
compietely. That way it you somehow 
forget to save ymtr game you don't have 
to waste time and money buying all of 


Hmse items again. 



PBOTV*: To crass the ocean, Jam over to 
the town of Uanport and rescue the 0rl 
held hostage by the evil Gremlins. She'll 
have a solution to your problem. 

Pump YoupsettUp 

You may be the heir to Midenh^l Castle, 
but you’re a wimp at the beginning of the 
game. To get really buffed you’ve got to 
head on out and battle sane bad guys. 
Just as in any role play, it’s a good idea 
to stick dose to town and build your 



Check out yaim character's status. 


character up before you go for a cruise. 
Dragon Warrior II features the sane 
menus and command options as Dragon 
Warrior. 

You get realty hyped, of course, by 
destroying the bogus beasts, cre^y 
creatures, and other assorted monsters 
and goons partying outside of the towns. 
When you run across these dweebs the 


screen switches to a battle scene where 
you’ll come face to face wifri whatever is 
waiting to chew on your hide. With expe- 
rience you’ll learn how to defeat the dif- 
ferent enemies. You dso decide how 
each character will fight. 

PHOTIP: Sometimes the dumbest thing to 
do is to tpy to be too cool! It ymtre ady 
packing a weak sword and you come 
lace to face with a Baboon, imn! 

You earn points and gold by trash- 
ing the bad guys. Earn enough points 
and you advance to higher levels, with 
more Hit Points, Magic Points, Defense 
Points, etc. Use your gold to buy 



Buy some weapons. 


weapons, armor, special items like po- 
tbns, and to revive yourself or your com- 
panions in the Houses of Healing. 



Bevive a dead comrade. 


PHOTIP: Early on in your guest its smart 
to carry as much of the Medical Herb as 
you can, along with an Antidote Herb or 
two. Otherwise, you're going to die alot! 


PHOTIP: II one olyour characters dies 
you can Trade that character's items to 
someone else. For example, it Arthro 
gets bumped oil, your character and 
Elani can still use Ms Medical Herbs, etc. 


14 Video Game Greatest Hits 












need the Keys. You'll lind the lirst key, 
the Silver Key, in a cave met ol Can- 
nock. Try not to explore this cave on 
your own. 

PKBTIP: You'll have to search lor ffie elu- 
sive Golden Key in We town otZahan. 
LoiW lor a Iriendly dog to help you. 


Lucky for you some of the younger royal 
set of the nearby castles have decided to 
help you defeat Hapon - namely the 
Prince of Cannock and the Princess of 
Moonbrooke. The problem is you’ve got to 
find these two before they can help you. 

PROTIP: You'll just miss the Prince wim 
you visit the Spring o! Bravery. To catch 
up with him try checking out the inns in 
Midenh^l, Leitwynne, and Cannock. 

PROW: You won't lind the Princess until 
you Journey to the second major area ol 
the game. She thinks she's a dog, but il 
you let her look at herseil in the mirror 


Neith®’ the Prince nor the Princess 
have your fighting skills, and they can’t 
carry weapons as powerful as yours, but 
both of them know awesome magic. 
With a little strategy on your part their 
sldlls are a perfect complement to yours. 

All This aiW Dragon 
W^iior, Too! 

In order to even find Hargon you face 
countless hours of exploration, battles, 
and even aimless wandering! If you liked 
Dragon Warrior you’ll enjoy Dragon War- 
rior II. It’s a good role play for beginners 
and average gamers, but although ad- 
vanced gamers may enjoy it, they may 
find it a little tame. And, hey, if you 
haven’t tried Dragon Warrior, check it out 
first. It’s fun to do these games in se- 
quence to get the full effect of the saga 
You'll be a legend in your own time be- 
fore you know it! 

Dragon Warrior K hy Enix America (Price 
Not Avakahle - Avadahle Fall SO). 


Cruisin' lor Bruisin' 

Once you’ve built up a little strength it’s 
time to head out across the countryside 
in search of bigger and better things. You 
won't be able to advance to some areas 
until you've completed all of the tasks in 
the area you're in. That’s cool because 
you won’t be strong enough to battle the 
bad guys in the next area. 

PRO TIP: Your journey begins at Midenhall 
Castle. Once you've reached Level 3 
head west In search ol Leltwyne. From 
thm*e head north to the Castle ol Can- 
nock. When ym've reached Level 6 


you've got the stutl to head norWeast to 
the Sprmg ol Bravery. 


PROW: You'll mscover ooors in many 
areas that you can't open because you 
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ByGaryBarW 

It’s been a year since everyone's 
favorite ninja, Ryu Hayabusa, defeated 
the evil demon, Jaquio, and rescued 
Irene, the beautiful and mysterious CIA 
agent. Now, evil stirs across the l^d 
once again as Ryu , now known as the 
Ninja Dragon, sets out to battle Lord 
Ashtarin Ninja Gaiden II, IfsTecmo's 
sequel to their smash arcade/actbn hit. 
Ninja Gaiden. Like the original, this cart 
boasts excellent action sequences ^d 
superior graphics, along with special 
animated story-line sequences that 
take place between the different levels. 


.imiiimKittiiiiii 


Leap over blaziag laea pits. 


Survive the different perils that 
await you in each grueling level by • 
fighting off soliders, birds of prey, and, 
in some acts, elements of nature. 


Folkm the story in 


Enter the l\linja Dragon 

Prepare for a barrage of obstacles and 
opponents as you make your way 
through the seven acts and their sub- • 
acts (22 levels total!), 
streets, across mountain tops, past 
boiling pits of lava, and even 
speeding train. 
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Hack the red dragon crystaliaft^- : 


and grab the different pcwer-up 


Items and weapons to inc 


your strength and Ninjutsu ^lis. 


Red and blue nfnja power 


ixreases your overall power. 


Scroll of tie Dragon Spirit 


increases your I 


ffgiyiitiiiiPiiliMniliR 


mja magic 
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The Spin Cycle 

As in his other adventures, Mega Man 
fares better if he takes on his adversaries 
in a particular sequence. So, we’ll de- 
scribe the eight vtrorlds in the order that 
worked for us. 

First stop for the blue, metallic de- 
fender of justice is Top Man's world. Here 
you’ll encounter a horde of robotic mon- 
strosities that’ll m^e MM’s head spin. 

PROTIP: Beat the tat Spinning Top robot 
by waiting tor him to release three tops. 
When the tops reach Oie bottom right 
corner ot the screen, junm Pom off the 
tapper onto the stairs anP blast him. 


PROTIP: A great place to pick im 1-Ups is 
light alter the seconP k^, where you 
meet We seconP chubby Top-spewing 
robot. Jump up to the seconP level ol Wis 
screen anP shoot the tops as Wey come 
towarPs you. Let Wem get close so you 
Pon't have to sUPe tar to pick ipiaPWel- 
Ups, weapon power ups, anP energy 
power m Wat appear. 


The giant robotic cats are particularly 
nasty. They sit perched on ledges, toss- 
ing their deadly toys and robot fleas 
down on MM’s head. Mega will need 
nine lives to survive these mechanical 
mouse-catchers. 
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PROTIP: Your beet chance to Pefeat Top 
Man is to jump over him when he comes 




By Tobm* We 8 Mat! 


When we last saw Mega Man, he had just 
mopped up the floa with the evil Dr. Wily 
and his team of super robots (Wood Man, 
Crash Man, Quick Man, Heat Mai, Metal 
Man, Air Man, Flash Man, and Bubble 
Man, for those of you who have forgotten). 

Dr. Wily, having suffered his second 
defeat at the hands of our hero, is switch- 
ing sides. Yep, that's right, campers! The 
evil Dr. Wily is now one of the good 
guys. He’s even vdunteered to help Dr. 
Light (his ol’ lab partner) create the ulti- 
mate peace-keeping robot, called “8.” 

8 Is just about ready for a test run, 
but first it needs some energy cryst^ to 
power it up. The crystals are located on 
eight nearby mining worlds. But the robot 
work forces of these worlds have re- 
belled, attacking all visitors. 

So it's Mega Man to the rescue! 

Give a Ihig a Bolt 

Mega Man doesn’t take on this mission 
solo; this time he’s got a faithful canine 
cxrmpanion named Rush. Rush is no 
mere mutt, he’s a robot dog that can 
change into three extremely helpful de- 
vices: a trampoline, a submarine, and a 
hover car. He and MM make a powerful 
Mega team! 


staying to We far left siPe ot the screen 
anP PesWoying tffls of We two bouncing 
balls Wat n tosses at you. AvoiP tlm sec- 
onP ball by jumping over it whmi its near 
you. While avoiPing We ball, jump anP 
shoot the feline in the paws. 

PROTIP: Oestroy We seconP nPm-kitty by 
jumping over We two bouncing balls, then 
shooting two aim three nWo-Oeas. 

SliPe unPer We remmning Rea when it 
jumps anP shoot We cat hi its paws (just 
like the first one). 




PROW: The Top Spin is ym* best 
weapon against Shahow Man. 

Spin Personalities 

Gemini Man’s world is a c»mbo of 
space and water. MM starts off on the 
surface, with an outer space backdrop. 
Then, he works his way inside and un- 
derwater. VWien MM reaches ttie end of 
the level, it’s time for a fece-to-fece con- 
frontation with Gemini Man, a real dou- 
ble-header. 


spinning towards you, then Ore rapi^y 
with your master. I! you can avoid him 
each time he charges at you, you can 
oudasthtm. 

Chasei by Shatows 

With Tc^ Man disposed of, it’s off to 
Shadow Man!s world. This level isn't as 
dark as you might suspect, txrt it does 
have areas where special projectors cre- 
ate an illusionary background. MM will 
have to swatch his step Vihile these 
movie machines ate rolling. 

During this level Mega Man encoun- 
ters his evil brother Bruce (an early ex- 
periment of Drs. Light and Wily that 
failed) for the first time. Sometimes he’ll 
just get in MM’s way, and other times 
he’ll try to destroy MM by shooting him 
or pouncing on his head. 


PROW: To beat Bruce, time his Jumps 
and run under him Just as he's about to 
Jum on Mega Man. Then, turn and shoot 
him with the Mega Master. 



PROTiP: Gemini Man's iair is a great 
mace to pick up 1-Ups, energy power- 
IRIS, and weapon power ups. Stmt as 
many hubbies as ymt can find to coiiect 
mi the bonus items. 


A /Veetf/e in a Haystack 

Needle Man has a point to make with 
Mega Man and he’s aiming it at MM’s 
head. But Needle Man won’t get a 
chance if the Needle Harrys get MM first. 
Needle Harrys (the main inhabitants of 
Needle World} resemble robot porcu- 
pines. They love to shoot metal quills, 
then roll up in a ball and bowl over their 
enemies. 

Tipiiing the Scales 

Hope Mega Man doesn’t have a fear of 
reptiles, because Snake Man is next on 
the agerxla. There’s all kinds of slimy 
robotic reptiles here - small snakes, large 
snakes, etc. Later in the level, MM will 
take to the clouds as he makes his way 
to Snakey’s lair. 



PROW: Destroy Uie large, rlpming 
snake by Jumping two lirmimis, then br- 
ing the Gemini Laser at It. b takes four 
shots to destroy b. 

Opmites Attract 

Once he sltins Snake Man, Mega Man 
^ould assault the lair of Magnet Man. 
Magnet Man’s world is a real attractive 
[irface - it’s full of magnetic fields that 
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cause trouble for anything ms 
al. Guess what Mega Man is 


l/inil Oup Mystery Blasts 


PROTP: Magnet Man can be iteteated 
with the reffMar Mega Blaeta>. When 
Magno feaps hi0i 
in the air, run 
an^p- 


PHOTtP: Defeat Spark Man by stamKng 
on the first stair and u^ng the Shadow 
Stars on lam. 


nean 
tdm so be can't 
bit ymt with Ids 

matpiets, then ron to the far left a* 
rl^ so be can't land on you. Now, chase 
M^net Mm to the other sUe, bring 
coatHiuoasiy. 

Herd Times 

Rocky terrain will greet Mega Man when 
he gets to Hard Man’s world. Mechanical 
Bees will buzz him, and Mec^ianical 
Apes will swing into action, trying to 
pounce on MM'S noggin. 

Hard Mar himself isn't all that hard. 
Nail him with your Magnet Missiles or 
blast him with your Mega Blaster. Just be 
sure to move out of his way when he 
tries to land on you. 


Whar you’ve defeated all the basic bad- 
dies, there are ftxjr more tough guys to 
tangle with. Their identities are a mystery, 
their faces are masked, but those of you 
who have Mega Man 2 will recognize 
these creeps right av/ay. 

The mystery villains have taken up 
residence ot ttie former worlds of Spark 
M^, Gemini Man, Needle Man, and 
Sradow Man. However, they’ve altered 
frie wolds, making them mc»e challeng- 
ing. And you thought these places were 
tough the first time around! 


Unmask Uiese baddies If ywtre good 


Shecking Bhie 

Sparta Man’s world is an exciting place. 
You could almost say, the air is “charged" 
with electricity. There are plenty of obsta- 
cles to zap our hero. 

Spark Man resembles a little spark 
plug with an attitude problem. IDefeating 
him will net Mega Man the Spark Gun. 
This pistol packs a teal wallop to most 
robots: it short circuits them, freezing 


them for several secx^nds, 


TtaBigBoss 

What would a Mega Man game be wifo- 
out an ultimate evil? In the first two carts 
in the series Dr. Wily played the Snidely 
Whiplash role. But Dr. Wily’s one of the 
good guys now, isn’t he? We’ll let you 
discover who’s behind the robot rebellion 
for yourself. 



So omy Mega Mms...so dtUe tUnel 


A Mega-Hit! 

Fans of foe Mega Man series will be ec- 
static that Capcom has retained the 
same game style - graphics, game play, 
challenge level - as MM 1 and 2. Why 
mess with success? MM’s sidekick. 

Rush foe Robo-Dog, is a great addition 
to foe series, and Mega Man’s M.V.W. 
(Most Valuable Weapon). 

Mega Man 3 is packed with 3 megs 
of memcxy and uses a password system 
amilar to the first two games in the se- 
ries, except fois time, due to the game’s 
complexity, the passwcxd uses both blue 
and red dots (rather than just a red dot), 
and uses the letters A through F and the 
numbers 1 through 6. 

Gamers can safely bet that Mega 
Man 3 will be one of the monster hits of 
1991. It’s got everything that a great 
video game should have: incredible chal- 
lenge, exceptional game play, stunning 
graphics, and sane nifty weaponry. It’s 
mega-riffic! 

Mega Man 3 by Capcom (S54.8S - AvaUable 

mater 80 ). 
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tt% 2029 in America, but this year the citi- 
zenry won’t be celebrating Indep^dence 
Day. The evil Emperor Garuda has built 
an impregnable fortress around New York 
City, and no force has been able to stop 
his malevolent plans to enslave the U.S. 
This looks tike a job ft)r - Ninjas? 

SItaitow WaPFOPs 

Thatls right. Ninjas show up from out of 
nowhere to try to save America in Shad- 
ow of the Ninja Does the name “Nat- 
sume” ring a bell? This is the first NES 
cart from that company, whose program- 
ming prowess appears in a bunch of oth- 
er carts such as Contra and Abadox. 

Natsumeis video game-making ex- 
perience is (»ftainiy in evidence here. 

This is an exciting adventure cart with 
excellent graphics and challenging game- 
f^ay. The graphics are sharp with picture 
perfect stills between levels. The sound 
effects are great, even the background 
tunes are catchy. 

Daiwepous Places 

Shadow features five levels with sixteen 
stages that will definitely stretch your 
video Ninjitsu skills. The action flows hori- 
zontally from left to right and scrolts 360 
degrees. One or two gamers play either 
Hayate or Lady Kaede, Ninjas of the Iga 
dan who are out to stop Garuda and his 
malicious minions. 


against an awesome urban backdrop. 
The Air Fortress is a flying platform of 



death where aaid3atics are as important 
as martial arts skills. In the Rnal Fortress, 



The Air Forttvss. 


Garuda’s army wages an all-out or>- 
slaught against you - aid then you fece 


the Mad Emperor himself. 

PROTP: In Stage 4-2 you can long dom 
(and otl'Screen) into shafts with ^va- 
tors going op. m fact, rldo ^OMators ad 
the way up and olt-screon and you re^ 
pear on the elevator at the hettom of Ote 
saven. However, don't lad Into a shaft 
vvith doym-goliw o^vators or try to tide a 
down elevator eft-screen; you'd lose a the. 
PROW: You can automatically hep onto 
Stage 4 elevators by shmding eft ledges 
on one teat and lotting the elevator run 
Into you. 


Garuda’s forces are formidable, and they 
are about as imaginative a batch of bad 
guys as there is. You face 1 7 t^pes of 
guards, creatures, and robots as well as 
five boss bodyguards. 

Several villains require some fency 
fighting. Capt. Hawk and his bird of prey 
buddy, fix example, are double trouble, 
but they’re even worse when you beat 
tiiem. Cybork stands on his own two 


imyate mid Lady Kaede. 

You begin at the Sea Port for a vi- 
dous fight across a fleet of derelict ships. 
Next, you dive into the dark, dank Un- 
derground Sewers that are overflowing 
with slimy villains. On the Rooftops of the 
City you engage in skyhigh action 
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Capt. Skylwwk’s &rd in die Hand. 


feet, and they attack you when you split 
him in half. Precise swordsmanship 


makes the Golden Samurai fall apart, but 
he quickly reftarms saneplace else. There 
are few pushovers here. 



BreMm up the Golden Samurai is hard W do. 


PROW: hi Stage 2, try to get the Water 
nSnfa while they're still sphmfng In the 
air to held down your hdurles. 

PROW: The Boomerang d/bster's 
boomerangs won't hurt you ai their re- 
turn night. 

mOTV: Watch out tar shots from the Oe- 
emetrens' grmade launchers; they'd get 
you even after you defeat them. 

PROW: To beat the Stage 2 Kdfer Tank 
hrst blast the pulse cmmon. Thai hop on- 
to the tim and sla^ da other pulse 
weapm vidiea dm "eye" m>8vs. Bat 
you must hop od to avoid the pulses. 

Moves ami Weamus 

Shadow offers standad video Ninja 
weaponry with something a litHe bit dif- 
ferent. Naturally, your basic weapon is 
the Katana (sword). Along the way you 
break open Item Boxes to find Shurikens 
and the Kusarigama (Sickle and Chain). 

The Kusarigama is an unusual 
weapon that you toss and retract. It can 
impale hard-to-reach adversaries, and 
you can fling it at an upward angle as 
well as straght up. 







ticeably sluggish transition between dia- 
log screens. But all in all this is a top 
flight, fast-paced action cart 

Can two Nhjas free the Land of the 
Free? In America anything^ possible. 

8ludowotaeHai»liylllatsmie(S44M- 

AvaaabkFaKm 


PBOTIP: Use tia KasaiHgam to keeti 
PaloMa and Ids adding kkA at a distanca 
-orjomgoyer Idm and run away. 


In addition to weapons, Boxes also 
rdinquish Healing Potion, Bombs, and 
Scrolls that increase weapon range. You 
wont find aiy Ninja magic; however, 
even though magic would add some flair 
to the fighting, the weapons get the job 
done. 

Ha^’s and Kaede's moves are 
basic - running, jumping, ducking, and 
fighting - but they’ve got one slick ma- 
neuver. Jump up and ^ab overhangs 
and you can either slide along them or 
bo a cool flip up onto a platform. 


P/tOTP: Make Time Bomds exMode Itarm- 
lassly by walking towards tbem and then 
igdckly reversdig your path. 

PROTIP: Yon can use weapons as you 
dangle from an overhang. 


Ninja clans practiced their art in relative 
secracy for centuries - until video games 
latc^ied onto them. Now, these masters 
of invisbillty ate definitely in danger of 
o\^xposure. Shadow of the Ninja, how- 
ever, is above average Ninja fare with top 


Graphics Sound Gameplay FunFactcr Challenge 
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By Charte T. JMan 

“The last thing you remember is 
standing before the Wizard Lakmir 
as he waved his hands. Now you 
find yourself staring at an entryway 
that lies at the edge of a forest." 
The Evil Warlock is threatening to 
unleash the Behemoth upon the 
land. You are the last of the Line of 
Kings. If you can't stop him. no 
one can. 

So begins your journey into the 
castle. Shadowgate. The skull 
carving above the door grins mali- 
ciously as you prepare to enter. 
Perhaps it is laughing at the 
seemingly impossible task that lies 
ahead of you. Or perhaps it holds 
some secret to the danger that 
lies within. 



check the skua over the hoop! 

Your journey through the castle 
is fraught with constant danger. 
You'll need your mind, rather than 
your joystick skills, to get out of this 
one alive. Use your NES controller 
like an Apple Macintosh mouse as 
you point and click your way 
through the dark, dank pas- 
sageways, underground 
caverns, collapsing floors, 
and even more unimag- 
inable obstacles. 


PR071P: Use conanon sense. Jump- 
ing dawn unlit holes, attacking crea- 
tures larger than yourself, and an- 
gering too long in dangerous areas 
are sure ways to death! So investi- 
gate everything, but always pro- 
ceed with caution. 


Windo\ws will help you survive 
your journey through Shadowgate. 
Use the View window to keep track 
of where you are and decide what 
you want to do next. Pick from a 
variety of actions with the Com- 
mand \window-including Examine, 
Take, Open, Close. Use, Hit, 

Leave, Speak, and Move! 
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fflOnP: Take all the leeches you can 
get! The satesl hel Is le have two ht 
at ah times. That way, H eue gees 
out, you aren't lell hi the Hark to 
stumhie amt tall, anh...weg...yeu 
knew what haggens then! 

You can quickly check what 
objects you’re carrying by flipping 
through the cards in the Inventory 
Window. With the Self box you can 
use an object on, or do something 
to, yourself. This lets you gulp down 
potions, or whatever else you need 
todol 

PBOTIP: There's a way le get across 
the weak rege hrlhge over the 
chasm-without sheauing all el your 
egulgment. Just search lor the 
right gotten. 





I— HreB 


PBOTIP: In the Lake Area there's a 
luUUen cave hehinit the waterlaO. 
Be sure to exghire It! 


PBOTIP: Ban't lorget te hit the Start 
hulten In ihllerent areas, you never 
knew when you'O get an extra lunti 


To stop the Warlock you’ll need 
special magical items. Rnd them 
by exploring the castle. Some items 
are where you’d least expect them, 
so make sure to check for secret 
passages. Doors are not always 
obvious. 


To succeed In your quest to 
prevent the hideous Etehemoth 
from rising from the depths of 
Hades, you'll have to defeat the 
Warlock. 


Save everything ! You can carry 
an unlimited number of objects 
and you’ll use almost everything 
you find. Heed the clues you dis- 
cover along the way-they’ll help 
you determine what special items 
you’ll need for your final showdown 
with the Warlock. 


PBOTIP: YeWve gel a Unulee amount 
el lime to Ihul amt heleat the War- 
lock. The evil one malerlaOzes 
thrmigheut the game On ghost term). 
Censhter each aggearance a warn- 
ing. A hall toien warnings er so anh 
it's curtains! 


Shadowgate, from Kemco- 
Seika, is a classic one-player fanta- 
sy adventure game taken from the 
computer gaming world and re- 
designed for your NES! Unlike 
most adventure games for the Nin- 
tendo, Shadowgate requires you to 
“think before you hack." Brains, 
memory, and cunning will conquer 
this castle, not brawni 


SaneUna you BpanhHBS anh get muck 
mreUae you bargvmee lari 




Nintendo 



By Giileon 


It you ttXMjght yaj'd seen tlio last of ttio 
ovil Red Fakjon when his island hideout 
was destroyed in frie classic garnr-j 
Ccn )tia, think again! Red t-alcon es- 
ca[X\i to his hone planet, and, boy, is 
he hoidiiig a massive grudge against 
Earth! He's especially hot to got the two 
heroes responsible for his defeat- Mad 
Dog and Scc>rpton, Witl i vengeance in 
niin^ Red Falcon scivched ttie entire 
galaxy and rounded up the nastiest 
crew of villains he coukt find His goal- 
to mount a second assautt on Earfii 
This time Red Fatcori plans to take 
over our planet by secretly implanting 
his galactic warriors into the minds erf 
U.S. Army fiersonriel around ttic world 
Earth's citi;tens will Tje (Jefenseless 
once their military manpower arid 
weapixtry are under Red Falcon’s con- 
trol! In fact, the Pentagon just reported 
that they've lost crxitacl with Fort Fire 
Storm, where ttio majority of it le naton’s 
nuclec^- weapoi is are stockpiled . Has 
Red Falcon already striick?! Duetotlie 
presence of tiie large amount of nucle- 
ar weapfjns. the Army is hesitant to 
laufich afull-scale investigation. There- 
fore, they're sending in ttieii tup agents, 
you and a iriend (Mad Dog and 
Scorpion). 


Find We Falcon 

If ycxi thcxiyht Ca'itra -was a blast, wait'll 
you get a load of Super C! Just as in ttie 
odgir laf saga you have itieopton o1 go- 
ing after Rod f-aiccxi on your own or 
roaming up wi^i a friend for simultarie- 
aisTwPiayer action. 

Blast your way through eigtit 
stages (six tior izontal and two over- 
head vertical scrolling) -beginning at 
the gates of Fort F ire Storm and, if 
you rc good erxiugh, ending in ttie Red 
Falcon’s Palace: Each stage is overrun 
witti Red Faica I’s alien sidekicks 
dressed in sergeant's ctothing to con- 
fuse you 
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Other hideous alien terrors include 
the Babalu Destructoid Machine, Lip-0- 
Suction, dagger Froid. the Spit Soldier, 
and the Temple of Terra. 


avoid 

snoots 

times- 




'f'BiThn 
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Some OU Familiar Faces 

As you battle the fiendish aliens you 
can collect all of the old familiar Con- 
tra weapons (Machine Gun, Spread 
Gun, Laser, Flame Thrower, and 
Rapid Fire) as well as the Mega Shell 
(which destroys all enemies on the 
screen) and the Barrier (which gives 
you limited invulnerability). 


'’y to anvance. 


Strategy? Jump and blast your way 
through anything and everything in 
your way until you reach the Red Fal- 
con! Don't worry if you don't make it 
through-you can continue on any 
level up to three times. 

Don’t miss this one shoot-em-up 
fans! The fast-paced action, detailed 
graphics, and awesome sound ef- 
fects make Super C an extremely ad- 
dicfive game. You'll need all your wits 
and reflexes, if you’re going to make 
it to the final showdown with the Red 
Falcon. Don't even blink-the fate of 
our world rests in your hands!! 

Simp C ty Konamf (S43.^). 
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ByBn’Bun 

The forboding entrance 
to the Labyrinth of Eterni- 
ty lies open before you like 
a huge, gaping maw ready 
to swallow the world. Now is the moment 
of fojth. Do you dare venture into the inky 
t^ckness to find your long, lost master, 
foe w/izaid Mordamir? You bet! 

Dev, Dark, anDHaadtmm 

Step into The immortal, a new adven- 
tu(B/iX)I^Dlay cart from Electronic Arts that 
plunges you into foe depths of a dank 
dungeon world guaranteed to make you 
scream for a flashlight. 

Right off the bat, the Immortal’s 
graphics wilt grab you - they’re a knock- 
out! The overall look is dark and shad- 
owy (afterall ^’re underground), but the 
characters ^ the playing fields are de- 
picted in a gorgeous, realistic style, not 
the cartoony look found in many NES 
role-playing carts. You also get an inter- 
esting three-quarter view that ( 
excellent 3-D perspective. 



Tpy a» MnwiBt Inn. 


The animation is also first-rate. The 
characters move with precise, fluid 
movements foat are totally cod! 

Work Your Way te Urn Battan 

As an aged wizard you trek dovwi 
through seven dangerous levels. The Im- 
mortal is primarily an adventure cart with 


an empfoasis on mystb problem-solving. 
But in additicn to a steady diet of hack- 
ing, slashing, and fire-ball casting, there 
are rdeplay elements such as bartering 
with other characters fry info, potions, 
and harxly items. 

FfiSW: H9BJ! bsTTZTj^ top lamsvm If 

trsilers so mgt mm^ louar nmr tsicas. 

On each level you explore a series 
of rooms, where you erKxxinter assorted 
characters, nronsters, traps, and puzzles. 
The levels are real brain-busters, but at 
least you get three lives per level and 
thereis a password feature. 



Tne BiOtn King has wrnns. 

ffSfP: Tatakat tm BMttMlttsaalavBl 

ata,anpBie spores oatatHe art, 

U/^aulreanta'. ThsUsg'stloemea- 

brt mark Ms last wop^ 

fiOTP: The Proteus Hag euMOes you ta 

jyMkuaiaOcaPliymsstkaikia. butPeitt 

Igettoodase. 

The gameplay may take time to 
master. The three-quarter view requires 
you to press the diagonal directionai con- 
trols in order to move left, right, up, and 
down. With standard NES controllers, 
this sometimes makes quick irrovement 
cumbersome. 

Who Baeti There? 

Inevitably you run into ornery Trolls, 
Ogres, and invisible shadow aeatures. 
Then, the game switches to a sharp- 
looking, close-up, full body view of you 


and your assailant standing toe to what- 
ever. Since you doni run or jump and 
you cxily have five moves (jab, fot^wid 
^ash, backhand dash, dodge right, 
dodge left), foe hand-to-hand combat is 
relativdy slow paced. But despAe foe 
limited choreography, foe fighting^ just 
lively ^ough to be challenging. 

PlfOTIP: rss esc ^ ikesiTatlBm ol the 
kufislliMcraaorssSyoiilMOtararelihi 
tbaroBio. 

Other dungeon dwellers you’ll tangle 
with (in regular game view) indude vam- 
■ pire bats, eerie Will O’ the Wisps, aid gi- 
ganfic worms that swallow you in a sin- 
gle gulp. And there’s an angry dragon 
waiting down there, too. 


V .'.vWr 


The i Ma gss breathes domi your neOL 

PItOTiP. Jam OmVIBlF'Ba tfSctw vatb 
\ yaar saaait&mfsf} 

If ysttre ttykitS 


scrodfwHimjaay. 

yeTnilyliiS 

'etOoml \ 


BelDomI 

The Immortd is a real standout, definitely 
worth the prk» of admission. It iai“t total- 
ly role-play, and it isn’t totally action/ad- 
venture, but it weaves together entertan- 
ing elemente from both genres. 

Dive into The Immortal - unless 
you’re afraid of foe dark. 

The hmo’tal by BectroMc Arts (S4S.S9 - 
MvaSable imw, 3 megs, MMC3). 



THE 


IMMORTAL 






Pric^ss are imUen under water. 


Yipes! The evil emperor is forcing 
everyone on the planet Blobolonia 
to eat nothing but marshmello\ws 
and chocolate! Blobert (“Blob” for 
short) has journied to Earth to find 
someone to help rid his home plan- 
et of this sweet-toothed fiend. You’ll 
help him, wont you? Of course 
you will! 

Jeifybeans Gafore 

You've got the smarts to figure out 
how to stop the emperor. And the 
Blob? Well. ..he’s got some amaz- 
ing abilities you cant do without. 
Together you’re an awesome duo! 
Just remember, the Blob is your 
buddy but sometimes he lags be- 
hind. Keep whistling and he’ll stay 
with you. But dont let him out of 
your sight or you may not find 
him again. 


PfWW: Lost the Blob? Although the 
Blob normally hates ketchup jelly- 
beans, try tossing him one when 
you can't fma him. The results are 
a pleasant surprise! 

The Blob loves jellybeans of 
every flavor, from tangerine to co- 
conut. Even more amazing, every 
flavor turns the Blob into a different 
useful object. Yes. the Blob himself 
is your ultimate secret weapon. 

The Ativentupe on Girth 

Your adventure begins on Earth. 
With a good supply of jellybeans 
and the Blob in tow, you're ready to 
head down into the subway and 
the other underground passage- 
ways beneath the city. Why? Be- 
cause you’ve got to search for hid- 
den treasures and priceless gems. 


Why? Because you need the mon- 
ey to buy a supply of vitamins. 
Why? Because you’ve got to de- 
feat a sugar-crazed marshmellow, 
chocolate-eating emperor. That’s 
right! Only something healthy, like 
vitamins, can stop this saccharine 
sadist. 



PROTIP: Get past subway serpents 
by carefully studying their move- 
ment patterns, ami then running 
underneath them. 
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' In your journey through this un- 
derground maze, you'll face every 
obstacle imaginable. With the 
Blob's help, and the right combina- 
tion of jellybeans, you’ll navigate 
past deadly cliffs, underground 
lakes, razor-sharp stalagtites, and 
vicious subway serpents. 

Some treasure chests and 
gems seem impossible to grab, 
but they’re notl Just keep trying dif- 
ferent tricks with the Blob and you'll 
hit on the solution sooner or later. 



PHOTIP: nw treasure chest guarUeU 
hy the siUimy serpeet seems im- 
possihle te grab. Use the Bleh as a 


to the right el the treasure, lumg In- 
le the hole anU whistle Immeilialely. 
With une leh sweep, yeu'll grah the 
treasure and drag down te safety 
through the hide the Bleh terms. 



Once you've collected all of the 
treasures and returned to the city, 
you're set to head for Blobolonia. 
Just make sure to stop at the Health 
Food Store to buy the vitamins you'll 
need to power your VitaBlaster. 



Sheeptag at the tkattb Feed store. 


When you’re ready, the Blob helps 
you travel to Blobolonia-it just takes 
the right jellybean snack to con- 
vince him to take off! At first, 
Blobolonia seems a pleasant land 
-blue skies, warm weather, and 
beautiful orchards. But wait! Up 
ahead falling marshmellows, ex- 
ploding cherry bombs, popcorn, 
and deadly chocolate kisses are 
just a few of the obstacles in 
your path. 



PBOTP: Marshmallews tall hi pat- 
terns! Oece yeu've studied the pat- 
tere Its a piece el cake te walk 
right hy them. Use markers in the 


give yeu weapens yeu'h need eu 


where you need le slaed te avoid 
gettiug clehhered. 


The Blob is right by your side, 
ready to help in any way he can. 
It’s easy to forget all of his talents 
on Blobolonia and just use him as 
the VitaBlaster. But don't do thatl 
You might miss finding some spe- 
cial helpful items. You've got five 
chances to beat the emperor. 



CeUectUve tasty pepperuaBta ter a 1-up. 

Collect five peppermints on 
Blobolonia and you'll earn an extra 
life. Make sure you search every- 
where-in the skies and even below 
the ground. 

PBOTIP: There Is a way te lure oH 
the caudy-makiug machiues! We're 
net going te give It away, hut Just 
rememher te search everywhere, 
ahove mid helow the planet 
Bleholoula. 

A Boy and His Blob is Absolute 
Entertainment's first Nintendo title. 
It's also the first NES title by David 
Crane, creator of such well-known 
games as Pitfall and Ghostbusters. 
It's an orginal game featuring great 
sounds (you'll love whistling to the 
Blob), cute graphics, and a play 
style that asks you to use ingenuity 
as well as arcade shooting skills. 

Warning: Watching the Blob 
eat all those tasty snacks makes 
you mighty hungry. We recom- 
mend you B.Y.O.B. (Bring Your 
Own teans). 


All artwork copyrlgfit 19S9 Absolute entertalnmen, Inc. All rights re- 
served. Illuslrabons by Andrea Ulstietta. 


August 1991 88 

















Tlw King 0i Brnama fa looking for a few 


Your Bostiny la aB la the carOa. 


as in real life, doing the right thing all the 
time isn’t easy. Sometimes you’ll do 


PR 0 VIEW 


The Unknown Samep 

“We have been waiting 
for you a tong time...l 
can see into the future... I 
shall foretell your destiny, 
listai carefully...” 

I should have known I was in B-l-G trou- 
ble when the old wizard muttered those 
words. Foretell my destiny? Sheesh! 

I’ve never been a believer in this 
kind of nonsense - fortune telling, tea leaf 




reading, past lives...you know what I'm 
talkin’ about, But for some reason, I 
bought his act and paid him six pence 
asking price. He took my palm in his 
bony hands, and began asidng questions: 
“In ttiy youth thou didst pledge to 
marry thy sweetheart. Now thou art on a 
sacred quest in distant lands, aid thy 
lover hath asked thee to keep thy vow. 
Dost thou Hona thy promise to wed, or 
Follow the Spiritual crusade?” 

Uh-di, a trick question right out of 
the chute! Hona thy promise a Follow 
thy Spiritual crusade? Hmmm...l guess I 
would hona my promise (wouldn’t want 
an angry fiance’ chasing me all around 
the countryside). “Your path is c^iosen. 
Now our lord is waiting fa you...” 

^ulp) Lad? 

There was a blinding flash of light 
and I found myself in a throne room, 
kneeling before the King of Britannia 


Quest lar ExeeHence 

Ultima Quest of the Avatar (based on Ul- 
tima IV fa those of you familiar with tie 
computer version of this series) is a truly 
unique tole-firfaying game. Sure, you have 
your routine hacking and slashing of evil 
creatures that populate a massive coun- 
tryside. And of course, one of the key 
strategies is to build up your party’s ex- 
perience level so they can survive any 
ch^lenge. 

But there’s a greata and for more 
noble goal In Quest of the Avatar. The 
King of Britannia is searching fa a few 
good men (and women) to master foe 
Eight Virtues of Avatarhood and guide 
the people Into a new age of enlighten- 
roent. Heavy! 

To achieve Avatarhood, you travel 
throughout the land trying to raise your 
eight virtues to their highest level. You 
can do this by bang a fine, upstanding 
citizen aid doing the right thing. But just 


something wrong and not even know it 
Many of the towndwellers will ask you 
trick questions in an effort to trip you up. 

Once you’ve qualified fa Avatarhood 
in a virtue, you must locate the Rune (a 
stone tablet with a symbol on it) for tiiat 
virtue. The Rune is a pass key fa foe 
Shrine of that virtue. Once you find it, you 
may travel to the Shrine to gain further en- 
lightenment and to receive partial Avatar- 
hoodshlp. Then it’s on to the next virtue. 



PROW: Earn pointa ki BacrlRce by do- 
luOng Mood at the beala’a. 
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PROTIP: Speak with Hawkwind (Hi the 
Castle BPltamda) to gain points In Sidri- 
tiallty, and to keep tabs on how you're 
progressing in each virtue. 



PROTIP: The Rune of Honor is located in 
the larmer's Held In Trinac. 


PRO TIP: The Rune ol Congiasslon is locat- 
ed at the base of the stairway in the Inn 
In Britain. 

There are eight character classes in 
the game (Mage, Bard, Fighte; Druid, 
Tinker, Paladin, Ranger, and Shepherd) 
and each one has a prime virtue. An- 
swering seven questions for the for- 
tuneteller at the beginning of the game 
determines your character class. 

PROTIP: To ^ways predetermine your 
character's class, select the answer 
that coincides with the main attribute of 
the class you want to be. Here Is a guide- 
line to Hk key questions lor each class: 
MAGE - Ipiestiens 1, 5, and 7, choose 
Honesty; BARB - Questions 1,5, and 7. 
choose Compassion; FKHTBI - Questions 
3, 6, and 7, choose Valor; BRIhO - Ques- 
tions 2, 5, and 7, choose Justico; TffIKBI 

- Questions 8, B, and 7, choose Sacri- 
Rce; PALADHV - Questions 4, 8 and 7, 
choose Honor; RAIilGBl - Questions 4, 8, 
and 7, choose Spirituality; and SHB^HBIO 

- Questions 2, 5, and 7, choose Humhity. 


OneKbyLamI, Tm if by Sea 

Getting around the world of Ultima can 
be tricky at times. You can hoof it, but 
the going will be slow, and there are 
some places you can't reach on toot 

Once you’ve travelled a bit, pirate 
ships appear on the shor^ine and en- 
gage you in battle if you venture near 
them, it's worthwhile to attack them, be- 
cause the foes they carry are usually 
wimps, and you get their boat as a prize 
if you defeat them. 

The otha- common method of travel 
is the Moongates, which appear near 
towns depending on the phase of frie 
west^ moon. The phase of the eastern 
moon determines where you’ll end up 
when you step inside a gate. 



Ye, Ho-Ha... A idrate's hte for me! 

All tar Wie aim One lor AB 


AWx>ugh you’ll start your journey alone, it 
won’t be Irxig before feltow adventurers 
will be begging to join you. There’s a po- 
tential travelling companion in every town 
you explore, as long as you answer their 
questions correctly. You can only have 
four members in your party at a time, so 
choose your allies wisely. Before choos- 
ing allies, keep in mind that you don’t 
gain any extra treasure vt/hether you have 
four members in your party or one mem- 
ber. Sometimes it’s better to go sob. 
PROnP: Gain plenty of experience and 
geld before allotmng others to Join yoim 
party. The number ol enemies you face in 
battle Increases In propimHon to the 
number of members In your party. 



The weapons of Ultima ae pretty stan- 
dard fere including: swords, axes, slings, 
and bows. Spellcasting, howeva; is done 
in a truly unique manner. Your spellcast- 


ing characters have magb points that go 
down when a spell is cast and increase 
while travelling or resting. But in order to 
cast a sp^l, you must also have the 
proper ingredients. Every spell has a set 
number of magb pants it costs to cast, 
as well as a list of herbs needed. There 
aren't many magb herb shops in Britan- 
nia, so it’s important to stock up when 
you get the chance. 


Some spell’s ingredients are listed in 
your instruction manual. Other spell recipes 
you’ll find out from people in the towns. 



A battle poyale. 


PROW: Cast the "Raise Dead" by com- 
Idning the herbs mess, fungus, garlic and 
manroot. Cast "Maep" by usmg ginseng 
and silkweb. Pearls and fungus are used 
In the "RIH" spell. 

The Ultima series has achieved 
“dassb” status in the computer world, 
and with the Quest of the Avatar and last 
year’s installment Ultima Exodus, it’s well 
on its way to the same stature in the 
video gane world. Fans of roleplaying 
games will get hooked on the complexity 
of Quest of the Avatar But if you’re into 
qubk moving action games, the stow 
pace may become tedious. But for the 
test of us, the colorful, detailed landscape 
and the stimulating challenge of Britan- 
nia’s many puzzles will be all the adven- ' 
ture we need for the next six months. 

mma: Quest of die Avatar by F& ($58.85 - 
Avahable 1st Quarter '81, 2 MEGS + B4ks 
ram + 64ks ram + battm’y). 
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Aaaaaalex! Aaaaaalex! Where has that 
squirrely little daydreamer gotten hin> 
self off to this time!? Always dis^pear- 
' ing off on some wacky adventure. Well, 
by process of elimination we can rule 
out the scissors/paper/stone madness 
of Miracle World ’cause there's no sign 
of the evil Jankeh. Of course, there's al- 
ways the celes^^ plight of the Lost 
Stars, but since they’re up in the sky 
tvwnkling away right now, it can’t be that 
either. Hmmmm, that doesn’t leave us 
much to work with, but knowing Alex 
and his imagination, \Afherever he’s got- 
ten himself off to it’s no doubt full of all 
sals of wild surprises. 

Mean\rt/hile, while we're conjuring 
up ideas as to Alex's where^XHJts, off 
in a flower patch Alex and his best gal 
are happily hangin-out, soaking up 
some rays until whammo... tragedy 
strikes! Suddenly a dark fam flashes 
out of the sky and snatches up Alex’s 
sv/eetheart. Stunned, poor Alex doesn't 
know where to turn. Lxkily at that mo- 
ment, the form of a good ninja appears, 
explaining to Alex that after 1000 years ' 
of banishment the evil. Dark Ninja has 
returned to reap havoc in the land. All is 
not lost though, as the good ninja offers 
to help Alex by first bestowing Alex with 
ninja powers and second, transporting 
him into the land of tie evil Dark Ninja, 
Shinobi Wald. 

Now, sporting toothing but a set of 
oversized ears and a single Katana 
blade, Alex must set off to face four 
phases (three levels each) of impend- 
ing Shinobi doom, in Sega’s newest 
Master System, Alex saga. ITie burn- 
ing question is; Can you help Alex win 
back his love. Stay tuned for more. 

Dancing the Shinohi Shuffle 

Alex’s adventure begins in the city 
streets of what could appropriately be 
dubbed "Ninjaville.” In other words, the 
streets ae crawling with’em so start 


slashin’ A.S.A.R If your Katana just isn't 
cuttin’ it, don’t worry there are plenty of 
treasure chests brimming v/ith goodies 
such as a super- slasher (powered-up 
sword), spears, energizer hearts, and if 
you're really lucky an extra life. 

PROW: n/Me Alex cRab the laov 

posts A Aire/ 1. l/IRi&i he reaches the 
top held dem hattai 1 imOl he be^ 
to spin. At top speed, turns Mo a 
HrehaK. When this haiveas, amhHntO’ 
wards We e n e my, r e laue the butteo, 
and relax for a memmit as he bunts op 
the atmestdma and some enemies tee! 


Scoohy Dooby Diving 

If you're an Alex fan, then you know that 
no Alex Adventure would be complete 
wifriout a few underwater scenes. So 
on that note, take a deep breath and 
get set to dive into the shark-infested 
waters of level two. 

PfPJTP: Watdi out for yedew scuba 
nhdas Wat Jump out of the water in 
Ievel2-h 



PROW: To start AUX cbmbmg press 
WetWectkmalpadandBuWi^^ii/osh 
mManeauly.ThtswiRBetUeiilr- 
bauoaodnmiuginthedbvt^tlf 
the waB. Alter he's atrbame, 'letpft^t. 
We dftipfffflfla/ butwn andiuMtler AtfVj 
to make contact wfW the Ode alWs 
wad. lilow, smMy continue topushtsA- 
ton Two nmd^yaedhe^betince from 
one side of We wall to the next 


Climbing the Walls 

If you're either a monkey or you just 
have a passioi for climbing things, 
you’ll both love and loafrie Shinobi 
World. Alex is a pretty handy little 
climber though, and he can tackle the 
challenges, but just be prepared for 
some hair-tearing aggravaticn when 
you discover acheeky little twist. Just 
when you’ve managed to hack and 
claw your way nearly the way 
through these vertical tunnels, you’ll be 
happy to discover that some of the 
bricks miraculously regenerate them- 
selves. There's mae. You don’t have to 
climb wall-tunnels, some are simply 
there to trip you up. 
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WnP: A? level 3-2, Jump to the first 
mting platfonn, then lacing left jump 
Surprise, you've just landeti on a 
s&ret hidden passageway that will 
tahe you safely over some of the poi- 
sonous cavern waters. 

PItOTIP: There's no free ride on the 
radcars in level 3-2. After you jump on- 
to the railcar you mast run in the same 
direction that it's moving, otherwise 
you'll be fhmg off right onto a nasty 
b^ of spikes. 


lUUSTfWTlON ERIC LEE 


PHOTIP: At the end of Level 2- 1, go out 
the extra door to the left. (Not the one 
that says “exit"). After you get 

OBI WORLD 


through the door, jump up the first two 
ledges, then make a big jump to the 
ledges on the right. Now, jump up onto 
We highest of Wese ledges (you'll dis- 
appear /or a moment), run across and 
you'll come out on the oWer side 
where you'd find a treasure cAeor with 
an extra life inside of it. Yahooo! To get 
out, just go back the way you came in - 
go thrmigh We door and Wen out We 
oWer door marked "exit." 


PROTP: To avoid We healW hazard el 
the baby helicopwrs (Big boss, level 2- 
1), posiBon Alex at We furthest point of 
the right-hand corner. 

An Undergrounii PountSng 

Guess what, gamers? You get to go un- 
derground, too in level 3 (Ha, Ha). The, 
dripping caverns you'll find here are 
deadly,so watch your footing, mind your 
head and learn the timing of the drips. 



PBOTd*: hi level 3 you must cross over 
a htme waterfall via a very shaky /09 
bridge. Look closely at We logs before 
you cross. The logs Wat have a slight 
rnmenish tint to them are rotten and 
will codapse if you jump mto Wem. 

staying on the Ball 

Are you ready to roll? If you’ve made it 
this far, you're now in level 4, the final 
chapter, Wiew! Don't slow down now, 
rollin’-bowlin’ balls as well as more se- 
cret passages will keep you and Alex 
plenty busy till the end. 



PBOTIP: stand on top of We little boxes 
Wat release bowling bads. Wait here, 
learn Weir timing and make a run for 
it before you become a human bewdng 
pin! 

Good old Alex, he’s done it again. 
Only this time he’s landed in a world full 
of trouble, Shinobi style. If you're lodg- 
ing for some truly cross cart-ural enter- 
tainment, look nofurfrier. Alex is in a 
tight spot but we all know he’s got the 
stuff to come out on top. Remember; 
Tricks are for Kidd! 

Alex KUd la Shiaobi World by Sega el Amer- 
ica (Price Not Available). 


August 1991 87 






P80TP: mm you ancoanter a wide 
body ot water flat you caa’tjum over, 
lust take a ranolng start and skki 
Krossit. 


PROTP: mietiever you crack open an 
egg, stand to the right so you don’t 
have to chase 1-up characters, who 


For centuries, the benevolent Fox spir- 
its ruled the land from their Inari 
Shrines. But the Mad Fox cast chaos 
across the world! Now, the crazy 
canine and his strange creations are in 
control. The good foxes have ordered 
Psycho Fox to vanquish this mad men- 
ace. Guess who's about to get foxy? 


Sly Moves 

Psycho Fox for the Sega Master Sys- 
tem is a cne-player cart that takes you 
oi a brain-draining quest. You journey 
through seven stages, three rounds 
each. Climb frie clouds or jog down into 
dark chambers; there are always sev- 
eral possible paths to take, it’s up to you 
to find the route that works best for you. 

Enemies and traps abound, but 
Psycho Fox is up to the task. He packs 
a powerful punch and he can run, long 
jump, and high jump to escape trouble. 


PHOVP: The Monkey and the Fox can 
use flag poles to make great Jumps. 

Wise Cracks 

Your path is strewn with eggs, which you 
crack open to reveal hidden surprises. 
Psycho Sticks transform you into one of 
three helpful creatures. The ghostly 
clones are 1 -ups, which you have to 
catch before they disappear. The Straw 
Effigy destroys all enemies onscreen. 
Magic Medicine makes you temporarily 
invincible. Finally, you’ll find Money Bags 
w/hich you bet at the end of each round 
for more powers or lives. Watch out for 
enemies hiding in bad eggs! 


I 


scamper rkkit when they marge 
Irmaggs. 

Animal Frientis 

Psycho Fox doesnt travel alone. Your 
closest (and most powerful) campan- 
ion. Bird Fly, resides in some of the 
eggs. He perches on your shoulder, 
until you meet a bad guy. Press Button 
1 . Your fine-feathered friend flies out to 
bop him and returns to you. And Bird 
Fly is a life saver, too. If he^ wifrt you 
vWien a beastie nails you, he vanishes, 
but he takes the enemy with him (and 
you dont loose a life). Don’t worry, 
crack the right egg and Birdie returns, 
mOTP: Use Bird Fly hke a boomerang 
to bash amdas hi hard-to-reach loca- 
tions. Position Psycho Fox so that B.F. 
win Nt your foe on Ids return fdght 
and hit Button 1. Keep trying tin you 
succeed. 

Bird Fly’s pretty cool, but the Psy- 
cho Sticks help you help yourself. Use 
the Sticks to become a monkey, a tiger, 
or a hippo. The monkey is an excellent 
jumper The tiger is a speedy runner as 
well as a strong long jumper. The 
brawny hippo can bust through walls, 
but his bulk makes his other abilities 
suffer. Naturally, learning to choose the 
right animal for the job is key. 
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Bash through walls with the brawny hippo. 


The Mail Fox ami His Minions 

You’ll need all the help you can get 
because your foes wage a relentless 
attack. You’ll face Red Hoppers, Hermit 
Crabs, Bad Bees, Animated Stone 
Warriors, Propeller Heads, and Skulk- 
ing Skulls, They look cute, but looks 
can kill. 

PBOTP: Psycho Fox can punch the bad- 
dies through obstacles. Pull tv to a 
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Let these puffs of air blow you across. If 
you try to jump you're doomed. 


Disassemble the Mad Tumbler. 


Fly is a pesky villain, but bug spray 
bugs him. The Innocent is a four- 
legged thingie that's anything but. Hit it 
on the head. In the final shov/down.the 
Mad Fox hurls lightning bolts at you, 
but you can fight back with a bonb 
launcher. 


The Psycho WorM 

Psycho Fox battles the bad guys 
across seven colorful (and weird) land- 
scapes. The Mystical Mountains are 
filled with scary stairways, luscious 
lakes, and sky islands. Skull Land fea- 
tires eerie totem poles, topped with 
skulls that crash down on you. More 
tricky stairs greet you in the Diabolical 
Desert. Wind Zone is a breezy place 
where sudden gusts of air either help 
you leap high into the sky or impale you 
on beds of needles. The Underground 
Passageway is a menacing pipe-filled 
maze. Ice Zone \i 


barrtep and press Button 1 to punch 
the heast on ^ ottw side. 

At the end of each level, you 
square up against one of three boss 
monsters. Luckily, special tools appear 
to help you beat them. The segmented 
Mad Tumbler tries to ram you with his 
body parts. Use fie air gun to knock 
his insides out. The mechanical Robo 


where running is tough and fireballs 
heat up the action. Ride the Under- 
ground Cavern’s' steel ramps and esca- 
lators to terrible places. Here, too, all the 
other traps and obstacles await you. 

At the end of each stage (after you 
defeat the boss), you enter the Amida 
lottery, a special bonus round, where 
you bet your Money Bags, You might 


Try to win 1-Ups in the Amida Lottery. 

win extra lives, Magic Medicine, and 
Sf aw Effigies-or you might drop into a 
foxhole and land at the next stage with- 
out your cash. 

PBOTP: To skpi to other levels, find the 
Iddden Warp lones. Check out stair- 
ways w padis that appew to lead 
nowhere! Throw a /wncft or unleash 
Bird Ry, and you might ovate a 
"tear" In the air. If you do, pound It till 
the Zone opmts up. Ihw hil 

Can you outfox the Mad Fox? Go 
psycho with Psycho Fox! 

Psycho Fox by Sega of America (S34.35). 
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By John Sauer 

^ An evil army otOtherworld gods 
and demons are sweeping the 
countryside. You are Kane, a war- 
rior and SpellCaster from Summit 
^ Temple. Your mission is to discover 
the identity of these enemies and 
the nature of their diabolical plans. 
It’s a journey that takes you from 
outer space to the Land of the 
Dead...in one of the most awe- 
some Sega 4-Mega adventure 
role-playing games ever created! 

[Tm Barnes in Om 

■■ SpellCaster is actually two games 
in ofte, with both Action and Ad- 
■'.veqturesequences. During action 

> ' . 


scenes search for four different 
magical items and special clues. 
Conversations with different char- 
acters reveal different facts about 
people and places...# you ask the 
right questions! 


li'Tii. 

mm 

® K ../ !55 


■cane: there is 


SOHETHINC STRANGE 


GOING ON AT 
ENRIkU TEMPLE. 

- . 


Mr wtto OaOcaka your maatar. 


Adventure xenes test your 
speed, timing, and courage. Use 
your moves and magic to battle the 
full forces of the enemy! Run, jump, 
duck, and fire “Ki” force from your 
fingertips! Or, # your magic energy 
is high enough, use spells to battle 
your foes. As the game advances 
you'll battle shape-changing witch- 
es, creatures that defy description, 
and even powerful demons from 
the Otherworld! Only by beating 
them can you advance. 


SIGN 44 


ENGV 


PBOnP: The Thiseaie el the Hen is a 
gaoil ulace to mcrease your store of 
energy hy Beteatlng the creatures 
there, simnly moving hack amt lorth 
item the gassage keegs ttw crea- 
tures comtog. Blast away amt cohect 


every tenth creaturet 

nsap^ anil Arttior Of Power 

' Although you begin SpellCaster 
armed only with your knowledge 
of spells and the Ki force, you'll 
soon acquire weapons and armor 
that make you more and more 
powerful. 

The first weapon you’ll receive 
is the Dokko. a hand-held steel 
' spike w#h sharpened ends. Your 
" ’ attack strength increases with 
•i, this and each of the other 
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new weapons you get such as the 
Vajira, a steel claw, and the Trident, 
which is forged from magic metal. 


STGH I'll ENGV il 



U$0 iUftenat waapoas tobaWtyoup teas. 


Kane's armor is magic, forged 
in centuries past by his ancestors. 
Search for the different parts of the 
armor. Each piece increases 
Kane's defense strength by a factor 
of one. 



Besides the Ki force, you'll also 
have the power to use nine magic 
spells. Casting spells uses energy 
but can make ail of the difference 
between winning the game and 
being overcome by the forces of 
evil. Spells range in simplicity from 
ttie simple Password that lets you 
save your game to Hakuji, which 
concentrates your Ki force into a 
beam of destructive lighit. 

I ‘ STGH ENGV l-if I 


PKOIV: llshg the UaklH epeh to lly 
ottea keees you aAom tfte ettack 
line ol many creatms. But remem- 
ber: il you're toucheil, the shell Is 
hrekeo ami you loB, Watch where 
you tall 


Use a spell to call on Mars, the 
God of War, and he’ll restore your 
life strength to Its fullesti 

PBOTP: B you hull the restless 
Wiost ol the mouk ea the sea Hoar, 
use the Kauoou sueh to put him to 
rest. HIS spIrH rewarHs you alHi m 
Hem you reoHy need. 


Items iHtaportance 



scums. 

To beat SpellCaster you’ll have to 
find several special Items and fig- 
ure out how to use them. The 
Sword of Kusanagi comes from fhe 
eight tails of the Serpent God and is 
used to defeat a certain enemy. 

The Sword of Seven Branches 
frees a god, if you know where and 
when to use it! Keep track of fhe 
items you’ve got. Sometimes trying 
to use them on certain characters 
in action scenes gets you an impor- 
tant clue toward solving the game. 

Hie lands Beyanil Space auinne 

SpellCaster begins in the time and 
place knrcwn to us as ancient 
Japan. But in the course of learning 
fhe true nature of the enemy your 
adventures will take you across the 
stars to lands that until now were 
only myths and legends. 

An ancient spaceship trans- 
ports you across the light years to a 
distant planet where evil once was 
trapped. 



PBOJP: H you cau'tget the space- 
sUp to go, yea neoH to HoU the 
robotic hmul to Ht the control peril 
FiuH n by HeleaHug an enemy be- 
youU the cave ol lire. 

Befriend fhe ferryman at the 
River Styx and you'll enter the Land 
of the Dead to learn about ancient 
relics of mystical power. .and your 
own destiny as a warrior and a ma- 
gician! If you accomplish your 
quests and can free a certain God, 
you’ll be sent into the void with 
more power than you ever 
dreamed of...for a battle that de- 
cides the course of history for time 
ever after! 


■p~2?T5- 



The Lanl beyond space and time. 


Are you up for the adventure 
of a lifetime? Take a journey into 
the land of SpellCaster, where 
magic and adventure await your 
every move. 


lUJJSTRATlON EftICLEE 
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BySkl’Mo 

You beat Bad Dudes, wasted Double 
Dragon I and II. and out-ninja'ed 
Shinobi and Revenge of Shinobi, 
Maybe you’ve even wiped up the 
streets with the Teenage Mutant Ninja 
Turtles, So v\^at do you know about 
martial arts? Nothing, As Tobiko Sensei 
would say, “You fight like a headless 
chicken," 

tts the Real Thing 

Most fighting carts may be great 
games, but they leave you with little real 
understanding of martial arts. They 
usually mash comic book ninjitsu, 
karate, and kung fu into “video-fu." 

Budokan, Electronic Arts' first 
Genesis cart, ccjnbines great game- 
play with a true-to-life depiction of clas- 
sic Okinawan Karate and Japanese 
Kendo. In fact, comparing frie martial 
arts action in typical beat-em-ups to 
Budokan is like comparing “bait" to 
"sushi." 

The School ol Hare Knocks 

Your task is simple: master four martial 
arts v/ell-enough to represent the 
Tobiko-Ryu Dojo with honor at an all- 
star tournament in Tokyo’s Budokan. 



You start off in frie courtyard of 
Tobiko Sensei’s martial arts school. 
Here you learn four fighting arts - 
Karate, Kendo, and classic karate 
weapons the Bo (long staff) and the 
Nunchaku (double clubs). Of course, 
you can skip class and go directly to 
he Budokan, but bring along plenty of 
Band-aids. 


PfWTP: MastBrtng the controSer 
repuevs accuracy oyer ^aeU. Lean 
to time yea’ buttoa ares^ to the 
charactv'8 onscreen meyeamt. 


neous button presses. Your controller 
gets a real workout. 

PIWTIP: The foryyarnhaep strikes hi 
Karatt and Kendo (shadtaneoasty 










Ptump: mtmg yytth Karate, Kendo, 
and the Be you reneat strikes each 
time you press a hutUm. But vytth the 
Nunchaku, just hoki the hutten down 
torKshtningiiulckmuieideshlces. 

The courtyard fronts five buildings - 
Sensei’s hall and one dojo for each art- 
and a Free-Spar Mat. Ineach dojo you 
can practice by yourself or face-off 
against a computer opponent with 
three degrees of skill. 



Kendo - pracOee mokes perlecti 

Learning the moves is challenging 
but fun. They’re intricate and numer- 
ous; Karate alone has 31 possible 
moves. Many of the best (and most ef- 
fective) moves require precise, simulta- 


press Upper Right Diagonal and any 
button) are their mostpemrhd 
moves. But they eat a let of Stamkia. 


But in addition to the fancy finger 
presses, it’s essential to learn patience 
in order to build up Stamina and focus 
Ki, your internal life force. Stamina 
gauges your physical strength and W 
governs the force of your blo\A«. 



PBOTV: Besting builds Stamina, but if 
yen held a mock Stamina doesn't 
Increase. 


The Free-Spar Mat is only practice 
but itb a kick, in more ways than one. Pit 
your skills against any other fighting 
form, for example. Karate versus Ken- 
do. Here you can also face-off against a 
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second player, but this is the only time 
two people can play each other. 

PROTP: Lnra the lo¥nr sphi mo¥e$ 
ter Kan^ aim ttie Bo, ne one can 


The Budokan’s highlights are en- 
counters with rare martial arts in addi- 
tion to different styles of the arts you 
know. For example, you’ll face masters 



aatenH mfahiat them. But stay alert 
yeur omuaentt try to countw qulMy 
wiOi low hlem. 



The Free-^iap Mat Bo va. Karate 



Fight to the Fhish 

At the Budokan you confront represen- 
tatives from other dojos, twelve oppo- 
nents in all. 


of the Tonfa (double sticks), Kusari- 
gama (sickle and chain), and the 
Naginata (long lance) * all classic 
Okinawan and Japanese weapons. 



Koaarhgama; the SicKle aoO Chain 


You even face a ninja, wtio should 
please both martial arts purists and 
Shinobi disciples alike. 

PBOTP: The Be la best oarsus the 
Nunchaku and Mb Hfemto maatera. 

PBOnP: Karata'a Croutii Sweeb KhA la 
a very oltoetive inaUe move. Proaa 
Down, then ahnaltaneoaaly hit Lower 
Lett UaBonal and a button. For malhple 
swoena. koep the button preaaed down. 

In frie tournament you need all 
your fighting skills, but you’re only al- 
lowed to vwn with any one martial art a 


maximum of four times. You get three 
chances to defeat an opponent. Win 
and you move up, minus one usage of 



The hagloata maatw makes her pokiH 


your winning skill. Lose and you fight a 
previous opponent again but without 
losing a skill. Use up your skills and it’s 
back to the dojo for more training, 

PROTP: You need room to maneuver. 
Don't lot an oppomnt force you to Die 
edge of the mat. VYben the match begina 
quickly advance to the center el the 
mat and Rght from there. 

PROTP: Karata'a High Block (greaa 
Upper Lett Uagonal and a button 
aknultaneoualy) la very ahmng delenae 
agaloat the Nunchako. 

PROTP: Longer la better. The weapona 
hi order according to length: the Be, 
the Nuncbaku, and the Kendo ahhud 
(bamboo award). 

Why Do You Thhih 
They Call tt"Arf'f 

Budokan accurately portrays martial 
arts in a sophisticated, almost elegant 
way. Even the manual is well-done. The 
animation and graphics are smooth, 
clean, and detailed. In fact, getavwDod- 
en staff and the onscreen Bo move- 
ments are good enough that you can 
really learn some cool movesi 
Here’s a martial arts cart that em- 
phasizes the “art” over the ‘'martial” 
without scrimping on frie action. 
Budokan is a smash that ought to give 
other fighting carts a sv/ift kick in the 
pants. 

Midokaa by Bectroolc Arts (Mea Hot 
Mvadablo). 
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By John Sauer and Andromeda 

Yuria, land of myth and legend, is 
ruled mercilessly by the evil Death 
Adder. His iron hand has wreaked 
destruction, but has not crushed 
the people’s spirit. Choose from 
three mighty oharacters-the Bar- 
barian Ax Battler, Tyris the Amazon 
Woman, and Gitius the Dwarf. Each 
of these valiant warriors seeks re- 
venge against Death Adder, 

The Warriors 

Each character possesses differ- 
ent strengths and magical powers. 


Tyris uses sinling fire Magic. 

Tyris combines her razor sharp 
sword with agile moves, but isn’t as 


strong as the others. Her sizzling 
Fire magic is the most powerful. 

The Barbarian uses the potent 
Earth magic in combination with his 
great strength and lethal slashing 
sword. He can also ram enemies 
with his mighty shoulder. Gilius the 
Dwarf is the strongest of the three, 
although his Thunder magic is the 
weakest. Gilius with his deadly axe 
leaps and clobbers his foes. He 
can also knock them down with a 
head butt. 

The Quest for Death Ahtfer 

Golden Axe takes you through 
eight rounds of action and adven- 
ture, including three new rounds 
not found in the arcade version of 
the game. From beginning to end 
it’s non-stop battle action against 
Death Adder’s evil forces. Battle 
through the Forest of Yuria and 
make your way to Turtle Island. De- 
feat your foes and you'll earn a 
night’s rest,„and achanceto in- 
crease your magic powerl Survive 
the battle of Turtle Island Village 
and you'll be taken across the sea 
on the back of a giant turtle! 

Next, fight your way to Eagle Is- 
land. Battle more giants and face 


the dreaded Fiend’s Path. Here a 
collection of Yuria's meanest crea- 
tures, living and dead, wait to cross 
swords with you. Survive this horror 
and you must fight your way across 
the battlements into Death Adder’s 
castle. Here you’ll face Death Adder 
Junior! Beat him and the grateful 
King and Princess will ask you to 
fight one final battle deep within fine 
castle walls. It's the final showdown 
with Death Adder himself. 

The Enemies 

Death Adder’s forces are many in 
number and almost too horrible to 
imagine. The first ruffians you’ll 
meet are the club and mace-carry- 
ing bandits. The club and mace 
bandits are the weakest foes. Two 
or three tosses or good solid 
whacks over the head are usually 
enough to stop them. 


PBOTiP: Don’t let the Amazons, or 
any ot your toes, hex you in or 
you’re in big trouble! it you get 
stuck try rolling, jumping, or any- 
thing that works to get out tram be- 
tween them! 
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Amazon women are mean. 
Their battle axes are deadly and 
they’ll run to knock you flat. Donl 
stand still! If you dodge back and 
forth they’ll run right by! Amazons 
and the others ride three differeht 
types of creatures: Chicken 
stingers with beaks and whip tails, 
the green fire-breathing dragons, 
and the pink fireball-spitting drag- 
on, Knock your enemies off these 
creatures. Then you can ride them 
and use them to your own advan- 
tage.. .if you dont get knocked 
off yourself! 

PROTIP: It you cm grab a bragoa 
mb mmage to stay an boarb you'll 
easby beleat Boatb Abber's goons 
milb minimi bamage. 

Hammer Giants and Mailed Gi- 
ants are servants of Death Adder. 
Both move quickly and cause max- 
imum damage! Hammer Giants at- 
tack by swinging sledge hammers, 
charging and ramming you with 
their shoulders, or simply khocking 
you flat with a well-timed kick of 
their giant feet! Mailed Giants move 
more slowly, but their pointed 
sword spears are long and they’ll 
get you before you realize you’re 
within striking range. 

Spooky skeletons are among 
the toughest of your foes. A Skele- 
ton’s cutlass can slash you to bits 
in seconds. 



PROW: The Host bet against aO ol 
tliesa loss Is a comblnalion at bobg- 
ing anb web-tlineb bits, esgecially 
leaping attacks eibicb aro tbe most 


powerlnl. SUIos is ospeclally disc- 
Ova mben be jumps anb bits people 
over the beab mitb bis battle axe. 
With lour mell-aimeb blows be cm 
senb skeletons bmk to the grave 
where they belong. 

Using Magic 

Magic is essential to succeed in 
your quest to defeat Death Adder! 

It can get you out of tight spots 
where sword play does no good. 
Whichever character you choose, 
learn how to use their particular 
magic and how it works on Death 
Adder’s evil minions. Earth magic 
brings on an earthquake that 
shakes the life out of your enemies. 
Fire magic at its most powerful 
summons a mighty dragon from 
the sky to roast your foes. Thunder 
magic rains lightning upon those 
you fight. Each magic gains differ- 
ent and more powerful effects with 
every potion you collect. To gather 
these potions you must battle 
the Elves. 

Elves don’t fight back, but they 
do move fast. Hit an Elf and he’ll 
throw you a potion that increases 
your magic power. Some Elves 
carry magic meat! Grab it and your 
life meter increases one bar. 


ne rnwl BatUe 

With all your magic, ihcredible ac- 
robatic skills and formidable 
weapons, beating Death Adder’s a 
snap, right? Wrong I Death Adder is 
huge, powerful, ahd has some 
pretty meah magic himself. You'll 
have to fight the battle of your life, 
to save yourself and the Kingdom. 

This Genesis version of Golden 
Axe is magnificent. The graphics 
are stunning, and the music fea- 
tures especially catchy jungle 
drum tunes! The title also includes 



PROW: Remember where yon en- 
cnmter Bves m tbe game. This way 
you ean plan tbe best times to use 
your magic. You're at your most 
pawerlul when yon use a cemblna- 
tlm el lighting anb magic to bestroy 
Oeatb Abber's lellowers. 




JiwOuel Bound. 

a Duel round that lets you battle dif- 
ferent enemies one on one in a coli- 
seum, as well as a beginner prac- 
tice round that lets you hone your 
battling skills. Listen up Sega Mas- 
ter System owners! There’s an 8 bit 
version of Golden Axe for you too! 
So, if you’ve got an axe you’d like to 
grind, we heartily recommend you 
try Golden Axe. 


August 1991 45 


By John Sauer 



Sega Genesis system, a stunning 
sequel to the 8 bit Phantasy Star 
game released over a year ago. 


Discover the Secret of the 
Atgol Star System! 

Phantasy Star 1 1 takes place a thou- 
sand years after the first game. You 
are an agent with an assignment: 
Find out why biomonsters are run- 
ning loose on the planet Mota. The 
job quickly turns into a quest that 
leads you across the planet, above 
and below ground, underwater, in- 
to space, and out to arrother world! 
As you move towards the ultimate 
showdown with one of the meanest 
monsters ever to cross a video 
screen, you’ll learn the true nature 
of the threat to the Algol star system 
and the story of your own heritage. 

Fighting Meads and Corntma^ 

Since Mota is so thoroughly over- 
run with biomonsters, getting from 
place to place on the planet's sur- 
face is pretty tricky. You’ll need to 
battle these mutant beasties with 
swords and other edged weapons. 
You’ll also learn some pretty power- 
ful magic spells that help you de- 
fend yourself. And take heart! in 
Phantasy Star II you don’t have to 
fight alone. You can control up to 
four players, yourself and three 
computer players. As you play the 
game, you’ll meet seven computer 
characters willing to fight at your 
side. Each one has special magic 
and fighting abilities. The first to join 
you is Nei, your faithful companion. 
She is a half-mutant, half-human 




Tltis time around you get to watch the 
^ttng. 

girl, who fights like atiger and has 
powerful magic. Equip Nei with two 
ceramic fighting bars and she’ll 
crush your enemies witii blows 
from each hand I Nei knows the 
powerful RES magic, a healing 
spell, and quickly learns more 
spells to heal your friends and fry 
your foes! 

Next, you’re joined by Rudo, a 
hulking warrior who specializes in 
hunting down biomonsters. While 
Rudo doesn’t have any magic ability, 
he gains high hit points quickly and 
uses a number of very powerful 
weapons with deadly efficiency, in- 
cluding the shotgun and the cannon! 

Your other companions include 
a biomonster huntress who is a 
master with a spaceage type 
boomerang, a doctor, a biologist, a 
thief, and a mechanic. You can 
switch between players at your 
home in PaseoTown, using char- 
acters as situations demand. You 
even get to name them as a sign of 
friendship and intimacy! 

Towns and Towers 

Your travels across Mota and the 
planets of tiie Algol star system 
take you to many towns and facto- 
ry towers. In towns you can obtain 

PBOTIP: When you explore Mota. be 
sure and return to your home in 
Paseo frequently. Surprises will ol- 
ten await you mere! 


clues by talking with the townsfolk. 


Different shops can supply you 
with the items you need... if you 
have enough Mesetas, the local 



Ejpilere every tom thoroughly. 


gold coin! You can buy weapons, 
armor, the monomate and diomate 
heating agents, escape pipes, 
and more. 

PBOTIP: Starndst can restore yea to 
complete heotOi and magical power. 
Get it whenever you can! 

If you’re wounded, hospitals 
will heal you for a price. If a mem- 
ber of your party dies, you can 
have them cloned back to life. Tele- 



Dead? Don’t deap^l You can always clone 
yooraeU. 


port shops can take can take you 
back and forth from any town you 
have visited and data centers allow 
you to save games for future play. 

When you leave a town your 
destination is usually a factory tow- 
er. Each one is multi-floored and full 
of strange twists and turns and 
powerful biomonsters. You move 
from level to level via teleport 
plates. Each one takes you some- 
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where. ..but you have to figure out 
It could be to a room filled 
with treasure chests. If you’re un- 
lucky you might end up in a room 
filled with monsters! When adven- 
turing in the towers it's best to 
make careful maps of where 
you’ve been. Exit whenever you 
run low on materials or hit points. 
You can get healed and try again! 


PMIP: Te let the ncomee ll•t)m 
the Bhaystems lah Tom', use ity- 
nmtte to open the center el the 
lotwth level, thenhimp to the hottom 
Hour. Yoe'l Bnd It there! 

In addition to testing your skill, 
each tower holds an item you 
need in order to get farther in the 

PBOTtP: The only may to get the cen- 
trel earns tram the coBiihann tower 
Is hy usihi Hhatk Technlgee on the 
tower keyhoarn. To learn the tech- 
nmeo, see Urhaiwmn in Oguta Town. 


game! You’ll also notice your skill 
level increasing much faster in 
towers. That's because the 
biomonsters you fight there are 
much more powerful than the 
monsters outside! 


Weapons ma tniiai' 

In addition to the magic spells 
characters gain as they advance 
in levels, throughout the game 
you’re able to buy weapons and 
items and learn different magic 
techniques-all of which strength- 
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ens your characters. 

Weapons range from 
the simple iron bar to 
swords fashioned from 
the magic metal Laco- 
nia. Each new weapon 
increases your attack 
strength. Some players 
can use projectile 
weapons such as a 
bow, a poisonshot, a 
cannon, and a shotgun, 
which can hit many en- 
emies at once. Although 
any player can carry 
any weapon, each player can only 
use certain weapons and only 
wear certain armor items. 


U$$ this term to etwek on youn sovtvth, 
woapoas ami othor itom. 

Just like weapons, armor ranges 
from very simple items, such as 
head gear or ribbons, to complex 
combat gear, such as Laconian 
scale mail. You’ll find most armor for 
sale in the towns. You’ll discover oth- 
ers in the towers. If you aren't wear- 
ing the right armor for the part of the 
game you’re at, you’ll know it quickly. 
The monster you encounter will turn 
you into mincemeat! 

Monsters and More Monsters 

You don’t have to be a genius to 
know that Mota and the Algol star 
system have a problem - they’re 
loaded with monsters! If you like 
crunching evil critters, this game is 
definitely for you! Nearly every- 
where you go, you’ll have to battle it 
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out with hundreds of evil, slimy, 
magic-using creatures! Some, like 
Rre Ants and Mosquitos, are easily 
defeated. But make it as far as the 
Biosystems Lab, the first tower in 
the game, and you battle such 
loathesome creatures as Squats, 
Slugmesses, and Rotwoods. Jour- 
ney farther and you're forced to put 
the sword to Head Rots, Cat Men, 
and Fan Bites! Each step pits you 
against mutant sword-carrying 
zombies, rabbits that explode into 
razor limbed spiders, flaming rron- 
strosities, and even mechtech robo 
warriors! 

PRBTP: Always attack wkea yau 
eiKBiaitep eaewles mope eemeneus 
OP pmeplul nan yoimself. Samimi 
usually Uoesu'l mpk anO is oltee a 
loslue strategy. 

It takes all of your strength, 
cunning, and magical powers to 
make it through this monster mad- 


house! And in the very 
end, just when you think 
you cant take any more, 
you’re suddenly in the 
middle of the battle of a 
lifetime. Win and what 
you discover will really 
surprise you! 

Phantasy Star I! has 
some of the best graph- 
ics and sound effects ev- 
er programmed into a 
video game. In the fight 
scenes you'll actually 
see your characters us- 
ing their weapons and magic tech- 
niques. The details in the towns 
and encounter screens are as 
good as those in any standup ar- 
cade machine. But the game has 
some quirks that are a little vexing. 
For example, you can only save 
games in towns and you must en- 
ter your name each time. If you 
play for forty five minutes without 
saving in a town and are then 
killed, you lose playtime. 

PROTIP: Take keapti Owrnig the game 
somethiag hauiens to pometty ms 


And yes, this cartridge is more 
expensive than your average 
game. But you can count on 
months of incredible role play ac- 
tion. As an extra bonus Sega is al- 
so including an extensive tip book 
with the game! In all. Phantasy Star 
II offers a level of complexity and 
play that is unequaled on any other 
im. For players who want the 
ultimate experience in adven- 
gaming, this is it! The 
System wants you! 

fantasy Stap Shy Sega BiSmepIcaIPplee 
IHolHyakaUa). 


Mota has toruBil Irom a dasept lata a ^ 
Oen. Bat how and why t 
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By $lo Mo‘ 

The Galactic Union’s been waging war 
against the Lone Sta- System for a cen- 
tury. It won’t take you a hundred years to 
fight frirough Thunder Force III. but a 
hundred hours is definitdy within reach. 
Thunder Force III from Hot-B is the 
hard ^n’, hard fightin’ sequel to Thunder 
Force II. And TF II vets can warm up their 
trigga fingers, friis one’s as tough as friey 



TlK Humb’ed Years War conttms. 


A Perilous Joamey 

You pilot the Styx spacefighter through 
an eight stage mission to five deadly 
base planets and three stages on the 
home planet of the Lone Empire. Your 
stops include Hydra the Forest Planet, 
Gorgon the Fire Planet, Seiren the Water 
Planet, Haides the Rock Planet, and Ellis 
the Ice Planet. 

Get through these murderous worlds 
and you reach the Lone Empire’s home 
planet where you face the Cerberus (a 
huge space juggernaut), Ombase, and fi- 
nally Orncore, where the Cha Os robo- 
monstw awaits you. 

PHOTIP: Wtien you're destroyed, don't hit 
Start right away. Let the screen scroll on 
and you can stMy the terrain ahead of 
you. 

Uke all flyirtg fighting carts you have 
to strap in for the long haul - no pass- 
words or saves. However, four lives, sev- 
en continues, a ^nattering of 1-Ups, and 
lives every 20,000 points help improve 
your odds. 

PROTIP: Find a 1-Up on Gorgon at the bot- 
tom ol the screen just past the large 
guided missiles. Watch out lor the lire 
balls. 


PROJiP: At the beginning of Seiren the 
Water World, blast the lourth mine to re- 
veal a 1-Up. 

.Fierce Looks 

Thunde- Force Ill’s graphics are dazzling 
with intricate backgrounds and.nic^ de- 
tailed enemy creatures that easily out- 
shine Thunder Force H’s. This time, how- 
ever, you don’t get an overhead view. All 
the action scrolls horizontally, left to right. 



The mindbending graphics are a 
knock out, but distracting at first, espe- 
cially when the screen gets crowded and 
the action gets hot. On the Fire Planet for 
example, the psychedelic red fire back- 
ground waves and shimmers iMiich 
makes it hard to see your ship. The 
Lancer pulse cannon is devastating on 
the Watw Planet, but you’ll wail the blues 
when its blue shots mix in with your ene- 
mies’ blue bubbles and blue pulses! Nat- 



urally, it’s easier to focus in on targets the 
more defeats you suffer. 

Fighting one Flying 

The Lone Empire forces feature familiar 
firepower, but they look great! You’ll face 
a handsome horde of robots, space 
fighters, and gun emplacements. Ser- 
pents, centipedes, chambered nautiluses, 


fire birds, dinosaurs, and fish are among 
the menacing mechanical menageie. 



The boss thingies and the mid-level 
opponents are formidable adversaries. 
They’re all large, and their attacks virtually 
cover all your maneuv^ng space. You 


nm i\'=B 













Bosses attack aBover the screen. 


must shoot them on the go and fly be- 
tween their shots to beat them. The Twin 
Vulcans, the King Fish, the Combined 
Fortress, and Cha Os are particularly 
nasty. 



Shoot the eye In Ute robo-dragon's stomach. 


PRQTIP: Shoot the radar antennas to de- 
stroy the Twin Vulcans at the end ol Gor- 
gon. These vulnerable spots are the 
shafts that pop out ol the top ol their 
heads. 
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thunder. 


Graphics Sound Gameplay FunFactor Challenge 


ILLUSTRATION MARCERICKSEN 


This game is a thumb-numbing 
shooter, but fancy flying is equally impor- 
tant. Quick reactions and a steady hand 
are essential. \Wiat really eats up your 
lives are the unique natural hazards such 
as huge mountains that rise up to crush 
you, sizzling volc^o blasts, afld gigantic 
icicles that spear you. 


many shoot-em-ups, you build up a 
hefty arsenal by shooting little robot 
drones that scoot across the screen. 
PROTIP: On Gorgon you can snatch a ShielO, 
as soon as the so'oen scrohing spools ip. 
Stay helow the center line, ' 

watch out tor tire balls, anil 
keep shooting. 

PROTIP: On Seiren, ■ 


you beat the { 
end boss. AtteK 


PROTIP: On Gorgon watch the bottom ol 
0« screen. Fire spouts burst trom breaks 
in the volcaac rodi when tin lobbies. 


PROTIP: On Ellis the icicles retract it you 
shoot them. 

PROTP: Gorgon's Ore spouts block your 


large mid-level 
tish-thlng, imme- 'V,. ' 
diatelypo- 
sition yourselt just 
below the center ol the^ I 


emies Hying in behind them. Dodge, don't 


You'll hit the drone with 
the Shield. 


Rolling Thuniler \ 

Thunder Force III is a straightforwad fly- 
ing shooter with gorgeous graprfiics. 
However, you’ll have little time to admire 
the scenery: the challenge is excruciating. 
Get set to move up a level of difficulty 
from Thunder Force II, even minu^^CT 
the overhead fighting. This 
definitely recommended fa 
serious Genesis combat piloo^^,'’ ve 
itching to carve another notc^F > 
in their controlias. 

Few shoot-em-ups 
steal Thunder Force Ill’s 


Thunder Force HI by Hot-B (S56.95 - AvaH- 
able Fall 90). 


PROTP: As soon as you encounter a nar- 
row passageway betweai a motmtain and 
the top ol the screen on Haides, ipiickly 


Your seven weapons are standard 4 
stuff, but max out their power and they 
lay down a awesome field of fire. Like 




/ 
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0"^ By Andromeda 

. The year is 2048 A.D. 

the Grand Master, 

' ^ 

■ ^ Earth from his home on a 
distant nebula. His plan is to take over 
the planet and rule the world from a 
space station on the Third Moon. With 
much of the Earth already under the con- 
trol of the Grand Master, humankind's 
only hope is the Striders, frre last defend- 
ers of justice on Eartti. As Hiryu, the 
youngest man to arer achieve the rank 
of A-Class Strider, you must hang-glide 
into the captured territories and destroy 
this alien menace before it’s too late. 

Strida' is more than familiar to fans 
of the coin-op smash; the good news is 
that this game pak for the Sega Genesis 
is a faithful translation of the arcade hit. 

Fantastic Fighting 

Once you’ve larrded in the captured terri- 
tories the action turns ugly as you battle 
through five stages across the planet - all 
by yourself. 

As a Strider you’re a highly trained 
expert in the arts of espionage and wa" - 
future-style. Your ability to tumble, flip, 
climb, crawl, and cling to surfaces rang- 
ing from snowy mountainsides to steel 
girders is phenomenal. You're also amed 


PROTIP: Watch for powar-im! These In- 
clude a capsulB that makes your fdasma 
Made longer, extra health and Hie bars, 
temporary Invinclblltty, and even a droid 
who tiles Mong next to you and helps you 
battiB your enemies. 


PROTIP: To blow up the giant robot goril- 
la, Mecha Poo, In the mines rush and 
hack at him as last as you can. Run 
away puickly when Mecha Pm starts to 
explode. Uym're standing toe near 
you'll be damaged by the names that Ry 
from Ms head as It Mts the mound. 


PROTV: After you destroy Rtroboya, the 
musde man, jump under the plattorm he 
was stamOng m to avMd We falling 
names. 


PROTV: After you leave We mine race 
down We steep snowy slope as last as 
you cm, or you won't make We Oicky 
Clift Jump- 

Stage Z’s battle takes place high in 
the skies aboard Ballog, the evil Grand 
Master’s flying fortress. You begin your 
fight on deck and then work your way 
deep into the ship’s interior where you 
clash wfh Frog robots, dodge turning 
gears, and try to avoid being smashed 
betweai closing platforms. The action 
takes a surprising fam when it switches 
to anti-gravity mode ard you find your- 
self walking on the ceiling and learning to 
make all of your moves upside down. 
Stage 3’s boss is a giant purple-eyed 
robot lodged inside of a huge anti-gravity 
dcxne. 

PROTIP: When you reach We closing walls 
Mimb up as last as you cm, fhpping back 
and forW from wad to waH to reach the 
top more quickly. 


PROTV: Oeleat Urbolos by climbing m Its 
back and riding it as ym hit It on We head. 

Survive Kazafu and you’ll find your- 
self stuck in Stage 2’s Siberia. Outside 
you’ll battle wolves and other denizens of 
this frozen wasteland. Inside the Siberian 
Mine fight through an eerie machine- 
works, complete witti grinding gears and 
other hi-tech hazards. Escape the mine 
and battle high above ground on the 
landing dock while lightning flashes. 

From the landing dock leap from shuttle 
to shuttle while you dodge paradiute 
bombs. Reach the giant cruiser and bat- 
tle three deadly martial arts guards and 
the pilot of the cruiser to defeat the level. 


f^asma sword called Falchon that bites 
through flesh and met^ with a blazing 
flash. 

The alien army is not your average 
band of soldiers. You’ll battle a crew that 
ranges from robots and other metallic 
monsters to savage Amazon women atxl 
the mysterious Grand Master himself. 

Stpiiling Across Kazaiu 

In Stage 1 you’ll tumble and climb your 
way through a strange vasbn of Red 
Square, complete with futuristic buildings, 
deadly steel giittos, weird robots of all 
shapes and sizes, as w^l as alien ^my 
commandos. The deadly boss at the end 
of this level is a giant metallic caterpilla', 
Urtxjtos, who wields a hammer and sickle. 
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IWITP: The Mnti-6rmity Unit la Iti giant 
gurgle Heme suckt you Mo Its orbit anU 
$08 you arounU three times before It 
hurls you agamst the ivaU. While you sgln 
araunti slash it as many times as you can. 
mien you hit the waU you lose one ble 
bar. Save the life gower-ug at the bottom 
ol the borne until your life gets low. it you 
conserve this gower ug unUl you need it, 
you should be able to get enough bits in on 
the Unit to do it In before It sends you Into 
orbit germanenUy. 

Journey deep into the jungles of the 
Amazon in Stage 4. Here you’ll swing 
from vine to vine, dodge exploding toad- 
stools, climb trees, and fight off scream- 
ing Amazonesses determined to cut you 
down to size with th^r boomwangs and 
hatchets. As you battle fuitier into the 
jungle you’ll learn its mysterious and 
dangerous secrets - such as the deadly 
Piranha who lurk in the water v/aiting to 
devour you should you fall, and the giant 
robotic dinosaurs. 


PROn>: To bash Lmo, Um pant robot di- 
nosaur, slngily climb up the vine in Uie 
tree next to him. If you hpit Lvo from 
here you avoid his dangerous claw, and 
you can easUy Pash him hi the face to de- 
stroy idm. 

In Stage 5 you journey to the Third 
Moon for the final confrontation with the 
alien forces and the Grand Master him- 
self. Against a strange backdrop of satel- 
lite dishes, red towers, and other metallic 
structures you’ll battle an army of metallic 
soldiers of every type and description. As 
if that weren’t encxjgh you’ll find you 
have to re-fight many of the previous 
bosses including Urt»los, Lago, and the 
Anti-Gravity Unit. And then, high atop a 
metallic scaffolding made of what k 
like skeletal fingers with <ii 
nails, you’ll have^o tumble 
and leap in mid'^r as yoi 
uxl 
A 


PHOTP: Head Mo Uie secret room during 
Uu anti-^avlty phase el Stage 5. BatOo 
three martial arts guards for a power-up. 
PHOTP: Use the same tactics to defeat 
PI of the bosses the second time around 
- except tor the robot dinosaur Logo. 
There's no tree handy this thne so you’d 
have to battle him from the ground. 

Strider is hot from the arcades and fea- 
tures gorgeous graphics, non-stop ar- 
cade-style action, and an especially cap- 
tivating and unusual sound track. At last, 
an ancade translation that’s as hot as the 
original coin-qa! What more is there to 
say - you’ll t ake.th is one in sfride! 
Skdde^aysJ^^merica (Price Not 




miB wmior uu, o 

megs/. 

GamePro Game Rating 

t 

m 



Graphics 

m 

Sound 

Gameplay FunFactor 

Challenge 


PHOTP: There's an easy way to cress 
Oie collapshig log bridge. Just jump op 
the first law logs so that the entire 
bridge collapses. Then backtrack and 
grab the power-up. Now leap across the 
clltl and climb up the brick wall on the s 
other side ol the bridge. I 






ByMtUMarioa 

Alas, ift happened again! Yet another 
bvely creature has been snatched by an 
evil monster, in this case the sinister 
beast-god Typhon, ruler of darkness! Un- 
fortunately for Typhon he made a serious 
mistake. The maiden he chose to grab 
was none other than Artemis, Goddess 
of the Moon. She and Apc^lo, God of the 
Sun, were all set to rule the world of light 
together forever - and boy, is Apollo an- 
gry! Now he’s out to recapture foe pow- 
erful Swrord of the Sun, destroy Typhon, 
artd refom Artemis to her rightful place at 
his side. 

at the Whigs ot lave 

Fortunately for Apolb he’s got a powerful 
ally. He’ll batbe foe bathesome gods and 
demi-gods of the mythological world 
astride Pegasus, the most famous flying 
steed of all time. You'll view the action 
and the graceful flapping of Pegasus’ 
wings from overhead in this one-player 
title. 

You’ve got three lives, and you can 
continue three times on your quest As 
Apdb you’ll also have all the powers of 
the gods at your disposal. He wields foe 
mighty Phelbs Sword, whose powerful 
beam intensifies with energy. 

HlOTtP: Power your sword to maxtmum 
levels by bolding down tbe Pro button un- 
til It's lidly ener^ed. You'll do greater 
damage to yoim enemies witb fully pow- 
ered sword hits. 

Apolb receives other gifts during his 
journey. Golden Owls soar through foe 
sky beaing weapons axJ special power- 
ups. When Apolb tames them v\Ah his 
sword they may bestow such items as a 
Speed Up, the Option (an extra diamond 
sword), the Beam (a deadly sweeping 
beam of light). Homing (a light beam that 
automatically homes in on your foes), cTkJ 
Across (devastating rbhocheting buBets). 

No Horsing hpouah 

To destroy Typhon you’ll first have to 
\m^uish the evil creatores, demons, and 
monsters found in each of foe six chap- 


ters. Your quest begins in Debs, a 
peaceful land that has been in\^ded by 
enemies too horrible to contenplate. Be- 
ware of axe-hurling Skeletons and poi- 
son-fanged Butterflies. 


PROTIP: The Grlltons attack you from be- 
hind. To defeat them tig zag from side to 
side, lurm them near tbe rocks. If 
you're lucky they'll crash into the rocks 
and destroy themselves. 


Chapter Fourls Rre Kindom is one 
hot spot you'll you’d never ex- 
pbred. Rre Bees and Birds, flames, and 
other blazing menaces threaten to turn 
you and Pegasus into instant Bar-B-Que. 
Just when you think things are too hot to 
handle you’ll find yourself slipping and 
sliding through the frozen wasteland of 
Chapter Rye’s Icebound Soul. Here giant 
expbding boulders called Giga tumt:^ at 
you in a terrifying avalanche. 


ntOTV: Grtii the Beam weapon em’ly in 
Chapter One mid then use it carefully - 
you'll only have limited shots. The Beam 
is excellent lor destroying Dragon Heads 
mid poison-tanged Butterflies. 


In Chapter Two you’ll venture into a 
dark and mysterious cave known as the 
Death Dungeon. Mysterious green hood- 
ed monsters se^ to destroy you, and a 
giant spinning wheel fils the screen. 
PROW: Stay to the center of the screen 
and the pr^ecHles hurled by the green- 
hooded monsters won't hit you. 


wneei with yow 
weapon at full power. You'll destroy the 


Take to the Parboleos Skies in 
Chapter Three where you’ll battie foe 
mighty Griffons, winged foes who ae de- 
termined to end your equestrian c^eer. 


54 Video Game Greatest Hits 




PWnP; Kememben Oat the red-spiked fir- 
pa explode when they make eeatact with 
aoytl^. 



In Chapter Six wicked Earth 
Demons rise up out of the waters to hurl 
giant stones at you and Pegasus. Be- 
ware of the Watw Tarantula or you’ll 
soon be in a watery grave. 


PROTIP: Watch tor the Earth Demon's 
feet to appoar at the ttv ol the screen 
and blast them as soon as you see them. 


If you knack them hack into the water 
pidckly they can't ttirow any rocks at 
you. 

The final battle takes place in Oiap- 
ter Sevenis Temple of Typhon, the home 
of the evil Typhon himself. 

PROTIP: Desh’oy We green blocks to 
break up the ramps that deadly boulders 
roll down. If ytm destroy the ramps the 
boulders will fall past yai Instead ol on 
top of you. 

PROTIP: It's safer to avoid shooting the 
Rlue Hands because when you shoot 
some el them they break up Into many 
Red Hands that attack you. 

They Shoot Horses, Dm't 
They? 

Just surviving each Chapter unfortunately 
isn’t enough to save Artemis. At the end 
of each chapter ^ must venture into a 
Temple of Doom to defeat a horrible ene- 
my boss, including Medusa, whose 
snaky head is a slithering mass of de- 
struction, and Cerberus, the guard dog 
of the underworW whose vicious fangs 
could spell your doom. 

PROTIP: Stay near the bottom of the 
screen to avoid Medusa's shots in Chap- 
ter One. Watch out for her shots uduch 
ricochet eft of the side walls. 



PR0TH>: The firs/ar hirk at the end ol 


Chapter Two. To desWoy them first blast 
their arms, and then you'll only have to 
contend with the Hying heads while you 
try to destroy the crystal eye. 

PRO TIP: ScyRa, the spinning wheel-boss 
in Chapter Rve, Is easy to destroy. When 
it appears gw'tddy blast as many of the 
Hyhw purple heads as you can. Ms the 
heads spin out tkidge inside of the wheel 


and blast tfm center. Ms the wheel sfdns 
In agam dodge out and destroy more pur- 
Ide heads. Just repeat this pattern until 
the wheel blows up. 



Four, shoots Hery hands at you. Hyou sit 
in the middle and blast the hands with 
hdl power, yea'H destroy them and get a 
shot in at Mnt&is simultaneously. Then, 
back out to the left or the right to avoid 
the Hre that falls from tins burning mon- 
ster. R^eat this pattern until he's done 
fw. 

Your fin^ decisive battle takes place 
at the end of the Temple of Typhon 
where you must confront and destroy Ty- 
phon himself. To vanquish this fearsome 
fiend you’ll need to grab the pieces of 
Phelios, the Svirord of the Sun. 

PROTIP: Ms you Hy Htrough the temple de- 
shmy the Golden Orbs and pratr the let- 
ters you need to spell "Phelios." When 
you've succeeded you'll em>n the Sword 
of Hie Sun. Then you're ready to deswoy 
Typhon! 

PROTIP: When yai remdi Typhon you have 
a good (vperhmlty to earn a few extra 
lives. Destroy the little Ninja monsters 
Hiat appear above his shoidders for big 
points! 

Its A Horse al a DiHerent 
Color 

Phelios, the first Genesis title from well- 
known game designer Namco, is a first 
dass cart Gorgeous graphics, tough 
gameplay, and interesting animated story 
sequences make this an excellent addi- 
tion to the Genesis stable of tities. It’s up, 
up, and away with Phelios. 

Phelios by Namco (Price Net MvaHaUe - 
MvadableFaggO). 
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Three peaceful years have 
passed, Joe Musashi, since you re- 
duced the evil crime syndicatea 
Zeed to rubble. But now the peace 
I is shattered. The evil masters of 
Zeed are back as the even more 
' ruthless, NeoZeed.^ 

They’ve assassinated your 
sensei, murdered your comrades, 
and taken your bride to be, Naoko, 
hostage. You know what you 
must do. 


PROTIP: Here's a key move. Press 
Button C to jump ami then hit C again 
to somersault /Itow, press B thirm 
a^- ***-^“-» 

Throughout your vendetta . 
you’ll find crates which hold essen- 
tial items. Split them to collect extra 
shurikins, hearts for longer life. 
Musashi (1-Ups), Power Packs, 
and Ninja magic. 






ttr MPtt wffli lariir. 

blazing column of fire which 


scorches every enemy itPUches. 
Fushin. the Art of Floating, enables 
you to jump end dolBmersaults 
for maximum height and distance. 




Vengeance is Yours 

Take Joe on a mission to the heart 
of Neo Zeed headquarters. You’ll 
wreak havoc through eight interna- 
tional districts over land, sea, and 
air. Each district contains three 
fighting scenes. 

If you feel the odds against you 
aren’t stacked high enough, you 
can select the number of shurikins 
you begin the game with-90 to 
none at all. Still too easy? Set your 
lives at four levels of difficulty from 
lOlivestoone life! 


Tools anil Tricks 

As you st^ your quest you have a 
dagger and a cache of lethal 
shurikin-throwing knives. And, of 
course, you’re the master of Shino- 
bi, the art of stealth. 


thronuig 


PROTIP: Surprise! Some crates hitie 
bombs. Watch out! 


PROTIP: Look for hithlen 1-Ups anil 
Power Packs in walls anU floors. 

The Powers of Ninjitsu 

Your Ninja magic is key to success. 
Use one of four Ninjitsu powers to 
help you in your blood quest. Call 
upon Ikazuchi, the Art of Thunder, 
to surround yourself with an invinci- 
ble electric shield. Kariu, the Art of 
the Fire Dragon, envelopes you in a 


l£3p from nit to nil using Fu^. 


Mijin is the Art of Pulverizing, it’s a 
desperate measure that takes your 
life as it turns you into a devastat- 
ing human explosion. 

PROTIP: Fushin, the Art of Floating, 
stays with you to the enU of a scene 
even it you assume another jitsu. 


International Quest 

Revenge of Shinobi takes you to 
eight international districts for 
bone-crushing martial arts action. 
District One is the beautiful 
Japanese countryside where you 
combat ninjas in the Bamboo Gar- 
den and the House of Confusion. 
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Tltiags are pretty hectic in Chinatown. 

as if kung fu killers and a terrorizing 
runaway train weren’t enough, Spi- 
derman tries to bug you. In District 
Seven you duke it out on the docks 
of the Big Apple; then you’re off on 
a perilous ocean voyage. When 


Finally, face the mighty armored 
samurai, Blue Lobster. In District 
Two, you fight winged ninjas across 
a huge waterfall on your way to 
Tokyo. Then, the warrior nuns and 
the vicious Flower Dragon gang 
give you a big city welcome. Get to 
the nightclub in time to tango with 
the Shadow Dancer. 


PRO TIP: In District Two, use the 
Jitsu el Fushin to traverse the 
water falls. 


Next, hack and slash your way 
through the crowd at District 
Three’s airport and take an action- 
packed flight on Air Neo Zeed. 
Blow the computer's electronic 
brains out while you’re at it. You 
land in Detroit, District Four, where 
you face Motor City hitmen in an 
auto graveyard. The Master Attack- 
er is waiting, and has he got a car 
for you! 


District Rve's just 
called Area Code 81 8. 

That’s LA, but the skyscraper^' 
and the freeways are no Disney- 
land! District Six is Chinatown and. 


Save Naoko helore she gets sgaashed. 


you reach the ship’s hold, be ready 
for red hot action. 

District Eight at last, welcome 
to Zeed island. Face a deadly 
maze filled with winged ninjas, 
samurai warriors, and Pink Dragon 
assassins. If you find Naoko, she 


may be in a tight spot and. well, the 
main event with the Big Boss gets 
pretty hairy. 

PROTIP: When your Life Bar runs 
low, use the Jitsu of Mijin. it takes 
a ate, but it restores your energy 
anil enabies you to continue with- 
out starting over at the beginning 
oftheievei. 

Will revenge be yours? Hey 
Joe, what’re you doing with that 
sword in your hand? 

Revenge at Shinohi by Sega of AweNca 

(ss4.m 







to jump and then hit Button II, This move 
is twice as powerful as a'normal head- 
butt. To increase your jumping distance 


At the dawn of time, Homo Sapiens 
(that’s us) learneto to use frteir heads to 
^sucyjveJn|ie pertly 

Hudson Soft returns you to the Stone 
Age.as Pithecanthropus Computerus 
(that's Bonk) v\tiere you learn to use 
your head, literally, all over again. 


Thefe’apig trouble in.this zany primitive 
land. The abon^hable King Drool has 
snatched the beautiful Princess Za, As 
Bonk, the hardheaded caveboy, you 
decide to save her. 

But it’s 1 0,OO0 B.C. and few 
we^ns have been invented. So, to 
r^Ue*ePifinc^s,you’Hbaspyour. 
.p’^ium against any beastie&iiijyour 
vi'ay. Miss your foes, however; and 
they'll send you into a coma, ^er you 
thrpw a bug-eyed, foaming-at-fi^e- 
mouth fit. That costs you one life. 

. . Tokeepyourheadaches'toamini- 
rnurn, b^e ^ some vital tecl^ues. 


lfl>Titsgrwiwr<!iBl 


and hang time, tap Button 1 1 continu- 
ously after you jump. Plough into your 
enemies with friis spin move and you’ll 
reallyknock 'em out. 

Creatures that Time fopgot 

To complete youri'.^]uest, you must bash 
prehistoric beasts'on land, sea, and air. 

Go head-tO:vyhateverwith snap- 
ping ‘gators, nearsighted dinosaurs, 
eggshellheads, slimey leeches, and 
other creepy crawiies. 


PSOTIP: Sometimes you na up points 

mg under him, and corrttHfg^/y buiim- 
iag Mm to kemi Mm tfiav. 

You also face the loonyJevel 
'^ses-Huey, Punchy Pedro, Gladdis, 
■f<bngo2i!te,and.Jr'actorhead. . .-.v: 


Bulk's hits is worse than Ms lark. 

Use feonifs jxwery bite to scale 'waits 
and trees. Run andfeap into them until 
Bonk chcmps dowfCNow, press Button 
t rapidly to climb. Todivebomb head- 
^over-heels into youpoes, pushButtori, I 


ILLUSTRATION: FRADCIS MAO 







A big bad boss. 

Now,-V6u dor^’t^vto^ttOdothem in, 
you just w^t to make friends. Thejt've 
been hyprptized into thinking youfe an 
enemy, sOtJump tfieir heads until ^ 
breakthe^ell, 

PftOJV: Pedro can be man and 

he ueuatlrj/mcbes your ligbts oOt 

PrinwriSal Pathways 

Bonk’s Adventure takesplace across a 
fantastic primeval lanc^;ape. Head-butt 
your way through five circuitous levels 
(broken dovwi into sey^ areas) that lead 
-to, soupy swamps, perilous v\/aterfal|s, 
parch^deserts, and deadly tropreaf 
forests- Each area is a complex mullf-lev- 
eled n%e that taxes your brain, in r^e 
ways than one. Save the FYincess at the 
end of fte fifth level and you head to^’ ' 
anotherplanettofight^ngPiopl. 


Just beatttNitt them hi the ri^ dlrec- 
don end cttmb aboard. 

^t before you go, search for four 
boni;^ stages, where you can'^n 
'bwesome poinfs’tc^ardsexfra lives, 
Bonk frie walls till yodfind them. One 
stage features cliff climbing, where you 
try to climb as high as you can in 1 0 
seconds. In the contpuous spinning 
, stage, you jump off acliff and spin in the 
i air as many times a^^ssible by press- 
ing Buttoiilf.'tandbri' your feet or you ' 




Bonk munches out. 

los^.'At the munching spr^j-you hop 
frpr^lbwer to flower to gulp as much 
•fOodasposStbfeFinailyra'kjfe^ic " - ^ 
stage has you t^dbutting rocks which 
popoutofavdiQano. 

Bonk Want 

Bonk is a spirite^eolithic toddler with a 
. vorapiQus,app4tte. Satisfy, his hw^ 
pangs for points and power!" 

■;|ating fruits and vegetables racks 
upfoints towards extra lives. For a real 
min^i-blowing, atomic experieEije, gob- 
bld^t^ a chunk of meat. SmaIJ'pieces of 
meaf'm^e Bo'nKsdeadbutte twiceae' ' 
powerful. SwallCto' a large hunk of meat 
or two small me|te to render yourself 
invincible for ter^^conds. 


PltOiiP: The twtakte-piHtdancin trees 
help you grab monSaifley Faces. 


Power up with meat! 

PaoTi^. Power up eotdoneidiif^ 
you can also slam yow head on the 
ground to treea your enemies. 

You can ^ increase your bonus; 
points and vitality by collecting Smiley 
Faces, which periodically appear wh^- 
you bash your enemies. Also, keep 
your feyespeeled for hearts. T^rea • 
hearts equal one life. 

An Early Rower Chua 

Just because you’re on a queSt-rdoesnt 
mean you cant stop and smeif.tfe flow- 
ers. In fact, squash ’em if you want to 
succeed. Pink Flowers relinquish fruit, 

, v^gies', and, sometirr\^s, a heart. Yel- 
ir low Flowers add springjo your jumps. 

■ Red Flowers hide meat- Rare Green 
' . Rowers reveal crystal hbarts which you 
■■'canfill up with energy . 

P80TP: When you tump on the sprhig 
ileiva^ bowm of 
o*s;0iey2iapymi. 

Bonk’s Adventure is a fancifuf, 
wacky game that delivers hours c^chal- 
lenge, fun, ^d laughter. The graplifcs 
and the animation are great! And you’ll 
ejijoy Bonk, a good-nal|i^tedlitffe cave- • 
'Elude who just wants to^^e friends, 
Ocn't be King Diool’s bli*khead; Bonk 
ydur way to victory, 

Bonk's Adventure by l\ec/lkuls0n Soft ($54). 
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Dodge frenzied axemen. 


so Video Game Greatest Hits 


By tile Eliminator 


"He who possesses the 
Witt have power" 

Legend has I'Uhat a fantaticai cult 
tribe inhabits the Devil’s Den, hid- 
den behind the thick of the jungle. 
They indulge in black magic to 
transform animals into vicious 
monsters with a savagery to 
match their immense proportions. 

Most of the villagers have fled 
in terror, Those who choose to re- 
main have to appease the wrath 
of the cult leader, Jagu, by sacri- 
ficing a victim selected from 
among their own people. 

You are Gogan, a fledgling 
warrior, just returned from years of 
strenuous training for manhood. 

To your horror you discover that 
your beloved Flare was chosen 
as a sacrifice to the nefarious 
Jagu. But there’s still time to save 
her! Armed with only battle scars, 
determination, and a mystical axe 
given to you by the village sage, 
you set out to endure six menac- 
ing zones of perilous encounters 
with a myriad of enemies. 


The Jungle 

With the agility of a trapeze artist, 
swing from vine to vine while 


your trusty axe. Dodge frenzied 
axemen who leap out from be- 
hind bushes. Destroy Jagu's 
miniature statues to reveal power- 
ups and increase the strength of 
your weapons. Blue and red crys- 
tals increase your point totals. 
Watch out for giant bears with fe- 
rocious tempers. They run quickly 
and swipe at you with skin- 
piercing claws. Take on one bear 
at a time. 


The Mountains 


You'll need jumping skill in the mountains. 

Danger isn’t far behind as rugged 
rockmen, swinging axemen, and 
the deadly phoenix attack you. 
Use all your skill in jumping, and 
just the right timing, to escape 
these evil menaces. Grab power- 
balls from Jagu’s idols to recover 
your strength. You take on a 
g’r^en luminous glow as your en- 
ergy charge goes up. 


Fight Oie hears! 




Volcanic Cave 


It’s a hot spot of red piping- 
hot lava pits, spewing deadly 
balls of fire. Poison-spitting 
iguanas attack at every turn. Grab 
crystal containers to increase 
your attack strength. Let your 
strength meter charge full force 
as you narrowly escape being 
flattened by two gigantic runaway 
boulders. 











The Waterfall 

Travel alongside a cascading, 
roaring waterfall. Frog-likQ-crea- 
tures called Waterheads leap out 
of the river when you least expect 
it. Fend off flipping axemen with 
your powerful axe. Boost your 
striking power by snagging the 
"wing” item. Your axe strokes 
become faster and stronger. 



Swing tram vine to vine. 


Ghosts Hiheout 

Here you're besieged by scream- 
ing monkeys who grab and bite. 



Z 
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Hordes of blood-thirsty bats flit 
around to annoy you and distract 
your attention. Survival is the 
name of the g^e as you come 
face-to-face with spear-throwing 
ghosts. ^ 


Beware of Suda, ihe-mysterious 
shrouded lady with the crystal 
ball. She’ll hurl4"ball at you.When 
hit by the axe, Suda is trans- 
formed into a bat^ttle Jagu’s _ 
evil sidekick, a monstrous zombie 
who flings fireball^^you. Watch 
out. he'll warp himself injo unpre- . 
dictable places, sometfhnes eight' 
on top of yoi>< 



Jagu'sMaze 

It’s a nightmarish labyrinth of big 
and small rooms. You can only 
move in one direction with no 
backtracking. Pick the wrong di- 
rection and you'll start again at 
the beginning of the zone. 



Finally you're face to face with 
your ultimate foe, Jagu. He’s no 
ordinary-sized enemy as he tow- 
ers over you more than ten-fold. 
Use all you’ve learned from your 
training and the powerful swings 
of your legendary axe to eliminate 
this evil menace. The climactic 
battle, and dramatic rescue of 
Flare is a scene you won’t want 
to miss. 

You've never seen graphics 
like this! Crisp detail and vibrant 
color make scrolling through the 
different scenarios an experience 
in itself. The cascading waterfall, 
the rippling str^m, flickering can- 
dles, and a beautiful mountain 
range are a just a few of the visual 
treats in store for you. In addition, 
the changing musical score really 
keeps the pace of the game going, - - 
So come out swinging; you won’t 
get a second chance. 
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It’s the twenty-first century! The 
moon and all of her vast resources 
have become mankind’s new fron- 
tier. However, Earth’s greediest na- 
tions have united to form the Axis 
Empire, bent on controlling the 
Moon's resources for their own 
twisted purposes. On April 6, 2089, 
the Axis declared war on all of the 
other nations on Earth. They're us- 
ing the Moon's resources to devel- 
op new and deadly weapons, in- 
cluding the supreme atomic 
missile S.A.M. -which could de- 
stroy the Earth and all of her peo- 
ple. But you're not going to let that 
happen! As head of the Allied Pow- 
ers you must stop the imperialistic 
Axis powers, and free the captured 
Allied leaders before it’s too laje. 


Moon Matiness 

In order to stop the Axis you'll have 
to conquer the Moon for the Allies. 


Military Madness is an epic 
struggle consisting of 32 stages. 
Each stage ends with the capture 
or the complete destmction of ene- 
my units. If you suffer defeat, don’t 
•worry; at the start of each stage 
_ you'll get a password so you Gap 
continue the war. 


you control all aspects of the war. 
You'll do this by using your knowl- 
edge of military tactics, strategies, 
and weapons to rescue prisoners 
and destroy the Axis forces as you 


Plan your strategy. 

displays and maps of the lunar ter- 
rain help you monitor unit strength 
and casualties, scan the terrain, 
and deploy your fighting forces. 






n 


PBOnP: Keep passwords handy for 
future battles. 




Prepare To Attack 

To prepare for battle you'll develop 
strategy using conventional war- 
fare tactics and deploy your units, 
which consist of various tanks, air- 
craft. armed vehicles, transporters, 
and foot soldiers. 

Each unit has different abilities, 
such as mobility, defensive strength, 
ground attack strength, and range. 
Some specialize in anti-aircraft 
weapons and tactics. You'll need to 
learn how to best use these abilities 
exploit the weakhesses of your 








PROTIP: Use ann type of tank to com- 
bat units that have zero ground at- 
tack strength. 

WitiT each turn you either move a 
unit or attack an enemy. The Axis 
army is no pushover and makes 
counterstrokes against your moves. 

When you attack, the computer 
conducts the fight and displays the 
outcome onscreen. Your attacking 
unit’s experience, the position of 
your other forges against the ene- 
my, the terrain, an’d even luck all de- 
termine the outcome of the battle, rain, and you'll find that it consists 
of deserts and roadways, as well 
as mountains and valleys. 

PROTIP: Always use toot so)diers to 
cross valleys. 

Use the lunar landscape to your 
advantage when you position your 
units. 

PROTIP: Keep your anti aircraft 
units behind your frontline of battle. 

Now you Send your Polar tanks out 
to converge in battle with the ene^ 
my's fleet of soldiers. Before the on- 
slaught begins you notice that your 
tanks have the greater attack pow- 
er and defense ability. 

PROTIP: If an enemy unit is unfamil- 
iar to you, use the manual to look at 
the unit's statistics before you make 
a costly mistake! 

The soldiers destroy two of your 
Polars but you retaliate and leave 
three retreating soldiers. Now you 
must direct your tanks back to your 
factory for repairs. 


before you advance your unit's ybU' 
scan your operation map to plan" 
your attack. Study the Moon's ter- 


PROTIP: When your urilts descrease 
in number guide them to your facto- 
ry to increase their numbers. Be 
the first to capture a neutral base 
to hse the stored units. 

Halfway through the battle you no- 
tice that all of your foot soldiers 
have been slaughtered. Now you 
know the only way to win this battle 
is to annihilate all of the enemy’s 
units. Only your strategic planning 
and quick thinking can get you 
past this enemy battle front. 

Return to the Scene of the Battle 

If you do survive this battle, pre- 
pare for the next stage where you'll 
encounter different^nd stronger 
enemy units. You'll fight many cam- 
paigns before you win this war and 
claim victory over the Axis Empire. 

Military Madness is a game 
that puts you in exciting and unpre- 
dictable strategic combat situg- 
tions. Terrific stereo sound, realistic 
battle simulations, and awesome • 
graphics are only a few of the rea- 
sons why Military Madness is an in- 
teresting addition to any Turbo- 
Grafx eollection. If you should have 
to retreat from battle, don’t forget 
tfie words of General MacArthur, “I 
shall refurn..." 


Once the fighting begins, the sce- 
nario can go something like this. You 
scan the terrain and discover that 
the Axis Empire has already been 
alerted to your presence and has 
positioned 32 armies for their de- 
fense. The fighting begins* and you 
plan your strategy with the knowl- 
edge that you’ve got to make every 
move count either to rescue your 
prisoners or to demolish small fore- 
fronts to win the battles and the war. 


PRO TIP: For a quick win, try to use 
your transporters to carry your 
troops to the enemy prison. 


Mf7//ary Madness by Hudson Sott/KC 
(S54.00). 
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By Abby Nonnal 

Little did you know wfwi you bade your 
father goodnight that evening that those 
simple words would be the last he would 
ever hear you speak. That night a 
hideous wolf-like animal creeps into the 
camp aid attacks your father. Unable to 
help, you’re forced to watch helplessly as 
he dies a brut^, painful death. The crea- 
ture disappears without a trace, but hold- 
ing back your grief, you strike out into 
the darkness to search fbr your fatPHsriB 
murderer. \' 


temple, a dark forest, an expansive val- 
ley, and, finally, a spooky moonlit swamp, 
conp^ete with ghostly foes! Dogs, evil 
ninjas, animated temple statues, and 
tree-spirits ae just a few of the enemies 
who attack you from evey directbn, in- 
cluding from under the ground! 

PROTIP: Use Uynamfte to Oeleat the tree- 
spirit (the Stage 2 boss). Be^ by posi- 
tioning your Spirits ^ove you one aUv 
the outer hi a verUc^ line. Bombaril 
your toe immeUiaWy. When he vibrates 
he's about to dive towards you. Jump 


over him as he dives, f^ti-to him as you 
fiy overhead. 


PROTIP: It's certain deaUi it you give the 
twiriing-statt soli- r-.i the chance to tnml 


You aaU Your Shailom 

Ninja Spirit from IREM is a seven level, 
two player (non-simultaneous) tale of re- 
venge. From the onset you wield an in- 
credible variety of weapons including a 
sword, dynamite, shurikens, arxl a qrap- ^ 
■|*g hook. Each weapon has three 
els of power, and you can easily change 
weapons anytime by simply punching 
Select. 

In addition to the standard ninja 
gear, you also command “^rits.” Spirits 
are shadow warriors that mirror your im- 
age and your moves. You get them by 
grabbing special power-up orbs. You can 
control up to two spirit shadows at once. 

More importantly, though, you can posi- 
tion them above, behind, or in front of 
you to serve as shields. They also use 
the same weapon ycxj do. 


PROTIP: The sword is a great we^on to 
block lailtng ammunition wiUi when 
you're under aerial attack (winch hap 


The first leg of your journey {Stages 1 , 2, 
and 3) takes you through the ruins of a 
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their stafts Into the Te prsvejit them 
from letthv go o! thsip statis, c har ge 
them the msieent the make ait ajigear- 
ancB. Don't back itomi 

nOTIP: Big boss oamher 3, "HanzoOe 
Rem/, " walks softly anb carries a big 
sworil. Position ymirself and your spir- 
its In front of Hamo, then gelt him with 
bynanhte blasts. Take care to fnmp up 
and over him wlOe his sword Is at the 
lowest point of Its su^. Don't fire at 
him as you're flybig over his head, tt you 
do, it slows your momentum and makes 
you drop low so that Ms swagi 
grazes you. 


ing danger. Rrst, you find ^flDurs^ in a sub- 
terranean passageway where the caling 
ttireatens to crush you. Next, you dimb 
the side of a sheer diff while being pelted 
by frie Evil Wind. Rnally, it’s up and over 
tie top of the diff and right into the heat of 
a raging thunderstorm, where ghost war- 
riors rain down on you fran the sky. 




Clan ol the Cave Hiajas 

In the seventh and final part of tie jour- 
ney, appropriately dubbed tie Bloody 
Battle, you’ll find yourself inside the belly 
of an eerie statactite-encnisted cave. It's 
here tiat your nemesis awaits you. Get- 
ting to him presents a saious problem, 
however, as you must jump off a cliff to 
reach his hideaway. And, that’s tie simple 
part! As you free-fall downwards, ninjas 
with swords charge upwards, right at you. 
You’ll have a heck of a time figuring out 
ttieir flight patterns, but it can be done. 



Beyoml the Ben of the Demons 

The next leg of your journey takes you 
through yet another three levels of tenify- 


PBDTIP: Begin running the moment you 
enter hie drop-c^ng passageway md 
don't stop latB you've reached the end. 


PHOW: Try swums the gr^Mbtg hoM( 
in a downward motion as you're lading 
down the cavern. 


Super ior Spirit 

Ninja Spirit is by far one of the finer Tur- 
boGrafx-16 games to hit the streets tiiis 
year. As always, the graphics are incredi- 
bly detailed, colorful, and pleasing to the 
eye. The Spirite add a unique dimension 
the game, but although they're easy to 
^mmi I' 'IT. it can get confusing v/hen all 
pne ninjas are jumping around at once. 
'Some- cff the big bosses ate a bit on the 
easy side, too. In ttie overall picture, 
howeve r, the great gameplay ^ly over- 


I 
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It was a cold, blustery day when Rick 
and Jennifer set out on their holiday, A 
few hours into the journey and miles 
away from civilization, the weather took 
a drastic turn for the worse. Suddenly 
the pair found themselves smack in the 
middle of the most treacherous friun- 
derstorm since 1890, the same year 
that the mansion of the late, great para- 
psychologist, Dr. West, was built. Little 
did they know when they ducked into 
that old “haunted" house to seek ref- 
uge from the storm that their lives were 
about to become a living nightmare. It 
all began when Rick turned around 
and Jennifer was no longer friere. 

Rick anil His Trusty Sticit 

It’s no “tunnel of love” as Rick finds 
himself traversing the seemingly end- 
less territories of seven macabre horror 
scenes. Sensing impending doom, 
Rick uses whatever he can to defend 
himself- a stick, a rifle, a cleaver, or 
perhaps just his fists! 



i LIFE^t^ V- 'It- ITEtl 


PROJV: Keep a ke&i eye on the zombie 
prisoners chaineti to the waits and 
ceiiings of the various tunneis. Timy 
spit up toxic saitva Just as Rick passes 
by. To avohl this bazard ileo't pass by 
uoOi they've done ttieir thing, then 
ringdy Jump ovm* the noxious puddles. 


Rick may not be wet behind the ears, 
but his feet are definitely a bit on the 
damp side in Scene Two. Tossed into 
underground water system, Rick 
has no choice but to wade and whallop 
his way through water polluted with 
monsters and stinging spiked balls. 


A Prayer for the Dying 

splatter House wont gyp you out of a 
visit to that all time horror classic, the 
“haunted house." It’s all there in Scenes 
Four and Five, complete with a hall of 
mirrors and a very scary library. 



PROW: Once you've compiered the 
"highly sifirited” lumittme at die end 
ei Scene Two, scoot your tak ever to 
the tar right comer of the romn and 
pari( it tor a tew. It you make a move 
too soon, yoim K0its get knericed mt 
by a faRIng chmdeber. 

Young Dr. KilhOare 

Scene Three takes Rick deep into a 
very dark, evil forest. Good news, 
though I It seems somebody or some- 
thing has drc^ped a rifle, and now it’s 
just lying there ready and waiting to be 
found . Of course Rick finds it just in the 
nick of time as rabid wolves and mae 
mutant zombie creatures come burst- 
ing through the trees. 

PROTV: To keep die craad wolves 
trm attackbv you hi Scene Three, use 
zondiie meat to ristract them. Brass, 
but true. That's what your rifle Is lor, 
so Just Uast a zondne and move out ot 
dm way. 


PROTV: balde the church (Scene Five), 
smack the Idue head diats in the cen- 
ter ot the swarming cluster. Once its 
desd’oyed, aS the others die od as weli. 

From the Fryer into the Fire 

Things literally get hot and sticky in 
Scenes Six and Seven. Not only does a 
wave of sticky onbryo-monsters try to 
attach themselves to Rick, a small army 
of flame monsters also comes leaping 
out of ttie sky and tries to turn him into a 
crispy critter. The worst, of course, is 
saved fa last. We don't wanna’ ruin frie 
ending for you , but let’s just say that af- 
ter you see this fining youll never walk 
through another graveyard again! 
PROW: Kiii the endiryo-monsters by 
bursting their Imbblas before dmy 
hatch. 

T^k about tension and suspense, 
wow! Splatter House has plenty to go 
around. Excellent graphics and chal- 
lenging gameplay make this seven - 
level nightmare come true very enter- 
taining and weli worth a look. 

SplattBr Rouse by NEC (SSI. 89). 
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GamePro’s Hot Tip Hotline Progr^ Guide 


It’s BramMew— The 
Nintendo Vpofthe l/lteek! 

I Its rowdy, it’s radical, and you can get it every 
week on the CamePro Hot Tips Hotline. Each . 

J week we II feature a different tip or taaic for one i 

I of your favorite Nintendo games, guaranteed to ‘ 
I help you beat your best...and beat your friends. 

J So keep the Hot Tips Hotline number near your 
I phone,. .because you never know when you'd 
need a quick Nint endo fi x! 

using GamePro^ 

tot Tips Hotline Is Easy. 

Push “2" ta a me game 

"5»SS'comes.s,ahdm.-el 

push "3" if you wantto listen to our radical 

Snd.T.pofttie«a*- 

iSsijSiSv™ 

sSssi-rr* 

’^"''''IT^D^opedsBeat, I 

\f you choose Op«on ® number 

you'H be asked to J You can find ^ 

KyouchooseOpnon 3, ifteasy- 


$1.75 for the first minute, 
90< for each minute thereafter. 

8e sure to gel your parents' permission to use the 
Hotline if you are under 18 years of age. MHsages 
subject to change without notice. 


The Hot Tips Bulletin Board 
For the Nintendo Entertainment 
System - The Simpsons! 


I Without your help the Bartmani spraypaint, sling- 
I shot and dart gun will be no match against the 
I space age aliens that are taking over Springfield' So 
I don't have a cow man - just take a hint from the 
I Hotline to help this smart alec Simpson save the day! 

For the Sega Genesis - Mickey Mouse; 
Castle of Illusion! 

I Mickey^ best gal pal Minnie has been captured by 
I the evil witch Mizrabel! To save her, Mickey must 
I find the magic seven gems in the deadly Castle of 
I Illusions! For hot tips to bounce miserable Mizrabel 
I out of her lair, daring rodents should let their 
I fingers do the walking. 


For the NEC TurtioGrafx'lS - Ninja Spirit! 

Grappling with demons from the spirit world is 
never a piece of cake. So be sure and tap into the 
Hotline for tips and tactics on dealing with these 
ghostly foes! 

For the Sega Master System - 
Golden Axe Uforrior! 

The Death Adder is back... with an axe to gnnd 
Your quest to find this mad adder will take you 
across three continents, so check in with the 
Hotline for some tips and tactics chop talk! 

For the Game Boy - Final Fantasy! 

They say the adventurers who went before you 
found Paradi5e...but they never came back to tell 
their tales! Now you choose to scale the myste- 
rious Tower. But like every prepared explorer, you 
call the Hotline first. 


The Devek^jer's Beat 

i Acclaim Entertainment 

Call now for hot tips, secret hints, 
and sneak previews of brand new 
Acclaim and UN games! 


9457 Hudson Soft 

Enter the Hudson Soft game sweep- 
stakes! Don't delay! You could be the 
lucky winner! 


38 Activision 

Call for information on how to get 
your $10 Savings Certificate-good 
towards purchase of our Nintendo 
games! 

I 9320 ASMIK 

Cali now for secret codes, tips, and 
previews of brand new ASMIK games! 

4 CAPCOMusa 

Tips & Tricks for our latest hit game. 

Little Nemo the Dream Master! 

[ 2246 Data East 

Dial Data East for a sneak peek at 
our dangerous new title Werewolf, 
plus get game tips for some of our’ 
most popular Nintendo titles everi 

^ 4623 HAL America 

Kabukt-Quantum Fighter...the chal- 
lenge begins! 

1 1255 Hi Tech Expressions 

Tips, news, and reviews on great games 
like Orb 3D, The Hunt for Red 
October, Muppet Adventure and 
Remote Control! 


3111 Jaleco 

Do you have a chainsaw without gas? 
Stuck on Maniac Mansion? Call in 
weekly for helpful hints. 

6652 KOEI 

Call now for tips on our newest hit, 

Nobunaga’s Ambition II!! 

3345 NEC 

Call now to hear about all the killer 
games for the TurboCrafx-l 6 system! 

2779 SETA USA 

Awesome tips on new and upcoming 
games! Free prizes for joining the 
Q Billion club! 

7443 TAITO Software 

Stay tuned for high-level hints and 
winning strategies for Puzznic, 
Dungeon Magic, and Chase HQ for 
the Came Boy! 

8421 Taxan 

Get the hot newsletter, VtDEO- 
DICnON, plus sneak previews into 

C.i. Joe,* and Magician. 



Yo, dudes and dudettes! Michelangelo 
here, typing away with all six fingers on 
my fusty ol' word prxessor. The radi- 
cal folks at GamePro offered me a 
year’s supply of pizza if I would review 
our latest adventure for the Game Boy. 
I’m not stoked about typing, but hey. I’ll 
do anything for pizza! ! (Cowabunga! !) 

April Goes AWOL! 

Konami's Teenage Mutant Ninja Turtles 
is an awesome game that lets you take 
eaoh one of your four favorite turtles on 
an adventure to rescue our friend April 
who has been kidnapped by that 
gnarly Shredder dude. The game has 
five really rad stages with three levels 
per stage.. -SO that’s like 15 different lev- 
els in all (And like I didn’t even use a 
calculator to figure that out!) At the end 
of each stage is one of Shredder’s main 
goons, who’s really tough to squash. 
(Dcn’t worry, they just look tough!) 

At the beginning of each game, 
you get to choose between us four tur- 
tles (pick me! pick me!) and our re- 
spective weapons: Leonardo with his 
swords,- Donatello and his bo stick, 
Raphael with his sais, and yours truly 
with his nunchuks! In addition to your 
weapon, you also get an unlimited sup- 
ply of ninja throwing stars! (Rad!) 

You start with eight hit points, but 
lose a point each time you get zapped 
by one of Shredder’s creepos or their 
weapons (Bummer!). Not to worry 
friough, you can always recharge by 
eating pizza slices and whole pizzas 
pies that randomly pop up along the 
way! (Yum!) 

But, if you lose all your hit points, 
then that Turtle becrmes a prisoner of 
Shredder and his Foot Clan. Then you 
have to choose from the remaining Tur- 
tles and continue frorn where you were 
caught. Now you have to rescue not 
only April, but all your captured fellow 
Turtles! (Double Bummer!) 


5s5S^ 


\ IS*' 


or you 
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piranha-infested river, and all the way to 
the heart of the Technodrome itself I 
The graphics and animation are 
the best I've ever seen on the Game 
Boy! You'll actually feel like you're slosh- 
ing through a rwer or jumping over the 
roofs of speeding cars on the freeway! 


™ ^ amtorcycia 

And I bet you’ll lose your karma 
over the totally tubular tunes, including 
our awesome theme song! 


Fans of our arcade game will freak 
when they recognize the same ugly 
boffos on their Game Boy screen. 
They're all there: Foot Clan stooges, 




^^yisthe, 


This game wings you through the 
streets of the big city, into the sewers 
below, out on the freeways, through a 


tmitiwp* 



Mousers, Electrodroids, plus intense 
bosses like fiat Rhino and Bug-Eyed 
Dude! 

You’ll also have to watch out for new 
nasties like fireballs, attack bugs, and 
tiese monstrous boulders trying to turn 
you into instant pancakes. (But hey, 
friey’re no problem for expert martial ex- 
perts like us!) They come at you pretty 
fast and there's a lot of them, but pay at- 
tention to their patterns and you can 
wipe them out without breaking a sweat! 



Trust me cn this one you guys, you’re 
gonna love Teenage Mutant Ninja Tur- 
tles on t)e Game Boy! Even after 
you've finished the game, you'll want to 
ptay it again and again just for the fun of 
it. I 'd like to rap some more with ya, but 
the pizza delivery dude is at frie doa, 
and I want to get to them before the 
other guys do! (Sometimes they're 
more like pigs frian turtles you know!) 

Teenage ivgitant lUmja Turtles by Konemi 
($38.95). 
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Everytxxjy’s favorite skinflint, Uncie 
Scrooge, is back and, he’s on another 
treasure hunt, in Duck Tales for the Game 
Boy, Scrooge must search high and low 
across tfie land, and even in outer space 
to discover five lost tre^res and make 
himself richer than Yes, Scrooge is 
ready to risk life and webbed limb all for 
the thrill of adventure..oh, and of course, 
the love of money! 

look Who's Poaching 

As Scrooge you begin your journey from, 
where else, the DucktHjrg Bank. The 
treasures are scattered in five different ar- 
eas - the Amazon, Transylvania, the 
African Mines, the Himalayas, and the 
Moon. You and your quacky newphews, 
Huey, Duey, Louie, and beautifui Webby, 
can begin your search anywhere you iike. 
Set the game difficulty to easy, normal, a 
difficult - it all depends on how wet you 
feel like getting your feet! You’ve got 
three lives ar»d a limited amount of time 
to find ali of the treasures. 

Sure Scrooge is a iittle awkward as 
he waddles along, but wait’ll you see him 
pogo! Use your Pogo Jump to pounce 
on creepy critters, biast through barriers, 
and knock the iocks off of treasure 
chests (the last is Scrooge’s favcsite of 
course). Scrooge can also use his cane 
to whack open treasure chests and Siam 
bouiders into pesky enemies. 

Fine FeatheroP Finds 

All kinds of helpful goodies are hidden in- 
side of the treasure chests. Tasty Ice 
Cream and Cake snacks restore your en- 
ergy points, Scrooge Doiis give you 1- 
Ups, special Life Boosts give you extra 
energy, and Diamonds, iarge and smail, 
are cash in the beak, er, bank! 

PftOTIP: Sex'ch lor the Hlusfonary wall hi 
Transylvania, go through it, and enter 
die hidden room; you'll tind a chest that 
holds a Ule Boost. In the Himalayas 
search lor Bubha Bock by going to the 
tar left ol the Icicle level, and then cllmb- 
hw op the rope. Defrost Bubha and he’ll 
rewm*d you with a Life Boost. 



nOTiP: (hi every level you'll find a hid- 
den Scrooge Doll 1-Vp. In die Amazon 
search lor the treasime chest hi the 
miMe of the tmderground passage. In 
die IBmalayas search to the far right ol 
the underground Icicle level. On the 
Moon you'll find the Scrooge Doll in die 
iShier rl^t corner of the UFO. 

PBOTIP: Look for Launidipad hi each lev- 
el. He's yow flying duck buddy, mid he's 
always ready to lend a wing to dy you 
bad( to Ouckbimg to sta^ your ca^. 

Sometimes treasures are hidden in 
areas where there are no treasure chests. 
Just Pogo Jump like heck and you’ll find 
ali kinds of treats. This is usualiy how 
you’ll find frie Magic Coin that makes 
you temporarily invincible. 

Fowl Mventwes 

Hey, you say, Pogo around, search for 
treasure, eat ice cream and cake - it’s a 
swim in the pond. Oops! Guess we for- 
got to mention the strange and unpleas- 
ant obstacles you’ll encounter in each of 
the mysterious lands you visit, in the 
Amazon you’ve got to climb vines, avoid 
spiked logs, leap across collapsing 
bridges, and fight the giant Statue 
Guardian for the treasure, the Sceptre of 
the Incan King. 



PBOTIP: Don't lo’get to search lor hidden 
attic rooms. Ym'll llnd these In areas 
where you Pogo Jump agahist what 
seems to be the celling, hut discover 


that you can bounce to the left or light 
into a secret tunnel, hi the Amazon 
there's a secret treasure attic at both 
ends ol the underground tunn^. There's 
another secret room high in the ^y, just 
to the left ol Launchpad. 

PBOTIP: To avmd paym tuoney to tight 
the Guardian go straight up from the se- 
cret room and follow the tunnels until 



PBOTff: Beat die Guaritian by waiting un- 
til he slams down, and dm Pogo Jump 
on Ids head! 
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PROTIP: Pat the abominate Suaraan oa 
Ice by Pogoing on Ms haail after you 


toMf- 

tenant areas of the Castle. Alter you en- 
ter the Castle, go to the right. The first 
iMrror you come leatls you to ftie trea- 


PROT^: To cross ftte undergrounil 
swamp Page oft el the heads el ftie 
swamp creatures. 

Get ready to freeze your tailfeathers 
in the Himalayas, and remember, you 
cani Pogo in the snow. In this subzero 
^vironment you’ll find that your webbed 
feet slide on the ice, icicles fall on your 
head, and you've got to battle an Abom- 
inable Snow Monster for the Crown of 
Geighis Kahn. 


fftlOTP: What a great place lor Ice 
cream! Bo down the middle rope, and 
move up and to the left into a secret at- 
Oc room. Mrs. Beakly will serve yw 
some frozen treats. 


Deep in the depths of the Transylva- 
nian Castle you’ll aicounter Duck Mum- 
mies, Duck Skeletons, and other fine 
feathered enemies, including a Vampire 
Duck who’s out to make you into duck 
soup. Beat him and you’ll earn the Coin 
of the Lxist Realm. 

PROTIP: Pogo on the Vampire Duck's 
head right alter you dodge her lightning 
bolts. 


sure chest ftiat holds the Skeleton Key 
you'll need to entw the African Mines. 


Hope you don’t get claustrophobic 
because you’ll have to search de^ 
down In the African Mines in order to find 
the Giant Diamond of the Inner-Earth. 


PROTIP: Walk through an illusionary wall 
bi the mine and you'll Ibid a secret fftng 
treasime worth lets ol money. 


PROTIP: You've got to Had the Remote 
Controller so you can summon Gizmo 
Duck. Its Inside the locked room In the 
UFO, Just to the right ol Webby. The key 
to the locked room Is In the upper left 
part of the UFO, In a treasure chest In a 
Mdden attic room. 


PROTIP: You can't get out the way you 
came Ini Once you're In the UFO you'll 
have to seek an alternate rarte outi 


Everythmg's Ducky 

If you loved Duck Tales you’ll love Duck 
Tales for the Game Boy. The gameplay is 
essentially the same, the graphics are ex- 
cellent, and there’s enough variation on 
the original game to keep you interested 
in the new version. The difficulty setting 
also enables you to make the game as 
hard as you like. Don’t fly south for the 
winter - there’s plenty to take care of 
right here in Duckburg. 


Disney's Duck Tales by Capcom (S29.95 - 
Available Fab 1990). 


PROTP: Launcbpad is at ftie bottom right 
ol tim lowest tunnel. 


PROTP: Grab the Magic Coin by Pogoing 
near the Icicles. Now ran, don't walk, 
straight through the Icicles with no 
problem. 


It seems the Moon is now populat- 
ed by strange aliens, including some 
pretty crafty Space Ducks. Search their 
giant UFO for a few items you’ll need to 
beat the Guardis of the fifth treasure, 
the Green Cheese of Longevity. 
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Every once in awhile, a game comes 
along that is so original and enjoyable it 
becomes an instant hit and remains a 
top - seller for years to come. Gar- 
goyle’s Quest, Capcom’s latest title for 
the Game Boy, falls into this category. It 
is, by far, one of the most exciting re- 
leases yet created for the Game Boy - 
the type of game that is so good, peo- 
ple might buy Game Boy units just to 
play it. 

£am Year Wings 

Gargoyle's Quest is part of frie Ghosts 
and Goblins series that has been such 
a mainstay in video game entertain- 
ment- arcade, NES, and Sega 
Genesis. The outstanding difference in 
this cart is the ch^acter you control. 
Rather than your typical armor-clad 
hero, you ptayafriick-skinned gar- 
goyle , complete with leathery vwngs 
and 12-inch claws. 

You are Firebrand, the Guardian 
Gargoyle of the Ghoul Realm. Your mis- 
sion is to search the Realm, discover 
the heir to the magic flame, and bring ' 
peace back to the Ghoul Realm. 

Peace is possible if you can defeat the 
evil King Breager and his invading 
Destroyer race. 


ny or junw in iUIIY tHrection. 

Gargoyle’s Quest is unique be- 
cause it features 360 -degree scrolling 
- You can move in any direction, not 
just horizontal or vertical, and you con- 
trol your flight, when to hover and when 
to land. In earlier stages of the game, 
Firebrand can’t stay aloft for very long. 


so you have to maneuver by jumping, ' ; 
walking, and taking short flights. 

nfOTP: During ramhm combat 
^tuatkms, It doesa't matter It you take 
Uamage tiimlng the ttgtit. Once you win 
you're beck at tub strength. 

uRenwuimm 

Your abilities are governed by three 
factors - jumping power, wing power, 
and life force. Life force starts at 2 and 
can climb as high as 5. If Firebrand’s 
life meter drops to zero, you lose one 
life. Jumping power is exactly what it 
implies - how high you can jump out- 
ward or upwards. Wing pcwver deter- 
mines how long you c^ stay aloft 
viffien inflight. 

PfWTP: After acquiring the Wbigs of 
the F^en, yeu'tt be able to cress Die : 
wIDe ravhie betweai you amt Rushl- 
ten's castto by running andJunqUim oD 
the din, hoveNng and moving towards 
the right As your wings run out ot 
peww and you begin to descend, Idt 
the A button to flap than. You should 
end up dindng to Die bottom of the 
wall on the right can. 


n0T0>: mien you're enroute to the 
kemiw of the Eternd Candle, you'd 
encounter a double vertical wad of 
movbig spears, ft you Jump down the 
diatt, you'll only be Mt by the drst 
spear and pass through ad Die otho’s. 

You can cling to any rock surface 
(wall a floor) with your claws. By using 
a combinafon of jumping and flying, 
you can safely maneuver around fiend- 
ish creatures such as Bellzemoses (gi- 
ant bats). Bone Snappers (piranha-like 
fish), ghosts, and demon toads. 


keep a ddit on that wall - 
12-kidi clam. 
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PHOW: In ttie villages, you can tratia 
In vials you have teuMl for TaHsmans 
of the Hio^ane ~ each ot vMch give 
you a bonus mo. The talisman self era 
wlH always tell ymi "...any mon woum 
be gpoBily, " and try to smi you Just one 
talisman. ISWRT THBVI. You can have 
up to nine ailsmans In yeun possession 
at one time - nine extra llvesl There's 
no penalty lor hetng greedy In this 


There’s more to Gargoyle’s Quest than 
moving and shooting. This is a quest, 
so you’ll travel over land, fire, and water 
in search of the various magical items 
Ciat increase your power and help you 
progress. As you advance in skill level, 
your flying ability, strength and jumping 


V t - a 

power all improve. This is important be- 
cause without increased abilities, you 
don't stand a chance against the chal- 
lenges of the later levels. 

You’ll also encounter towns and vil- 
lages where you can get bonus lives, 
pick up anew password, and get infor- 
mation from the locals. These towns 
serve as resting places - safe haven 
from the minions of King Breager. 


You'll also get better weapons as 
you advance. For example, your fire- 
breath can destroy rocks that are in 
your pafr! and create footholds on dan- 
gerous jagged terrain so you can climb 
injury-free. 

bathe, Hbig 

tojohi 

It would be mdse 
ts turn down Ovager's offer. If you 
say ' yes, " mi your power Is drahted 
and you'll shtt have to battle Breager. 

,2 J!v -■'jy To The Ten! 

Great games have plenty of diversity to 
keep even the most experienced play- 
ers interested and Gargoyleb Quest is 
no exception. You’ll be amazed by the 
differences as you travel to castles, fire- 
ravaged cities, cliffs and caverns - all 
presented in fantastic graphic detail. 

Gargoyle’s Quest's detailed graph- 
ics and great music will amaze you and 
file excellent gameplay will keep you 
glued to your Game Boy. You just might 
find yourself addicted to this cart! Re- 
member, \A^en you start flapping 
around your house and clinging to the 
furniture, you'll know it’s time to put the 
game down! 

Gargoyle's Quest by Capcom ($28.^). 


y Tftl-K 
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King Nemesis is back! Someone let 
him out of the soiar siammer on a 
technicaiity and he’s out for re- 
venge-and you know who he’s af- 
ter. As chief of the interpianetary Po- 
iice, you’re the one responsible for 
putting the King behind bars in the 




first piace. Now he’s ready to put 
you out of commission for good ! 

Based on Konami’s NES mon- 
ster hit Gradius, this Game Boy 
Pak sends you into the strato- 
sphere after the hefarious Neme- 
sis one more time. So get ready to 
ciimb into your Proteus 91 1 , one 
of the most sophisticated flying 
machines ever deveioped. This 
state-of-the-art spacecraft can 
power-up with special weapons 
including speed burners, lasers, 
missiles, shields, and deadly dual 
devices of destruction. 

PtIOTIP: In nemesis, yen can earn 
mope than Just the regulap jmwep- 
nn capsules that appeap mhen yen 
Sestpoy enemies. Occasionally, spe- 
cial pnmep-ups mill also appeap that 
Oestpoy all el the enemies on the 
scpeen when yen ipab them. When 
ynn see one nl these, Uoilge ami let 
the scpeen lill mith enetmes; matt 
until the last pessihle moment te 
gpah the capsule. 

A Balactic Tour lie fopcs 

Sounds easy, right? Wrong! To 
even reach Nemesis you'll have to 
battle through five stages of gruel- 
ing space combat. Nemesis is 
holed up in his hideout and he’s 
sent his henchmen after you-and 
put a billion dollar bounty on, your 
head to boot. This means you're 
facing a crew of grimly deter- 
mined alien bad guys in some of 
the toughest alien territories space 
has to offer. Battle past the peaks 
and valleys of Carnage Canyon. 
Blow up the Pyramids of Pyroma- 
nia. Dodge the stone heads in the 
Lair of the Planetary Pirates. Head 
into the spooky Den of Doom and 
Gloom. And, finally, face off with 
Nemesis himself in the Sacrificial 
Sarcophagus of Saturn. 


PROTIP: Ose ynup state-el-lhe-aPI 
Game Roy llyinp machine te select 
Levels, OUllculty, Nnmhep o! stap- 
Ughteps pep game, anO Auteshet on 
OP nit. This ppoviies an enilless va- 
Nely el chaOenging gameplay. 

King Nemesis' evil crew is made 
up of a cast of characters familiar 
to Gradius and Life Force fans ev- 
erywhere. You’ll recognize the 
pesky asteroids, the speeding 
Reflector, Kuil, and Winger ships, 
and especially the peliet-spittihg 
stone heads called the Moai. The 
big alien bosses are also discon- 
certingly familiarl Watch out for 
the laser-spitting Intergalactic Su- 
per Force and the eerie, grabbing 
Venus Destructo. 

PROTIP: YettO Ond that most el yeup 
lavoptte stpalegles Ipom Brathus 
mnpk In nemesis. The meapans ape 
the same, although It takes a little 
ppactice te leapn to aim ceppecUy 
m'tth the tme celop scpeen since the 
meapen line Is mope dlincult te see. 

9efoptiKBusto 

Nemesis also features special 
bonus stages hidden in the differ- 
ent levels of the game. If you get 
into a bonus stage and succeed in 
grabbing all of the bonus capsules, 
you’ll send your score into the 
stratosphere. If you get lucky, you 
might also grab a special 1-Up 
capsule in the bonus stage. 

It’s just what every Game Boy 
fan has been waiting for. Classic 
NES titles are making their way to 
the shelves for the Game Boy with 
some new original twists on the old 
adventures. Shoot-em-up comes 
to Game Boy in a big way. And 
don't forget, Nemesis wants you! 

mmmuyunralSl4ttS). 
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and Venom! Each villain has different 
powers and attack strategies, it’s up to 
you to figure out the best way to defeat 
them with the least amount of harm to 
yourself. 

Spectaatgt gfiSer Pawers! 


PROTIP: When you crawl up a buililmg 
in Level Z, crawl between Oie wimlows 


you with baseball bats. Move to the 


starts llaeblng-tbat means some- 
thing's being thrown at you Irom di- 
rectly overheat!. 


ByBidem 

Great news, Spiderman fans! Now you, 
too, can swing across the rooftops of 
New York City and go up against classic 
Spidemwi villains such as Mysterio and 
Dr, Octopus. Better yet, you can take 
your adventures anywhere you go with 
UN's Spiderman for the Game Boy! 

ftescue Mary Jane! 

Someone has kidnapped Mary Jane 
Watson Parker, wife of Peter Parker, 
who just happens to be yourfriendly 
neighborhood Spiderman. As every- 
oneis favorite Web-slinger, you must 
battle your way through six treacherous 
levels of goons and obstacles to res- 
cue Mary Jane. You’ll fight across city 
alleyways, parks, and sewers. You 
even scale a pair of skyscrapers! If 
you’re sharp enough to make it to the 
end of each level, you still have to face 
some of Spidey’s greatest foes includ- 
ing frie Hobgoblin, the Scorpion, Rhino, 




SCtME 


0003B0 r>tWSED 


PM71P: hi Level 1 ym face Mysterio. 
Move countw-deckwlse and Jump evo’ 


Spidey gets three lives at the start of 
each game. Keep an eye on your ener- 
gy meter; you lose energy every lime 
you’re hit or shot. Lose all your energy 
and you lose a life. To replenish your 
energy supply, grab all the food items 
that appear. If you fail, don’t worry. You 
can continue up to four times, and you 
get to start at the exact point v\here you 
died off. 


PBOTP: The Green Goblin awaits you at 
the end of Level Z. Posidon yourself at 
the tip ol the top root ledge and kick. 
The Green Goblin will By into your kick 


As Spiderman, you punch, kick, jump, 
and swing your way through the game. 
Of course, you’ll have Spidey’s famous 
Spider Sense and web shooters at 
your command. Shoot webbing to 
snare your enemies or to swing over 
their heads. You only have a limited 
supply of web fluid, but you can replen- 
ish your web supply by knxking down 
your enemies and picking up the web 
cartridges that they drop. 


PROTIP: When Spidey's on the sidiway 
on Level 3, leap lor the iood on the 
ledges. Jump batdt immediately mto 
the subway or you'd be pushed oft the 
screrni! 

Spiderman should be loads of fun 
for any Game Boy fan. The gameplay 
is top-notch, and the funky Spiderman 
theme is a groove. From the awesome 
start-up screen to the radical fin^ blow- 


out with Venom, Spiderma 

n is excellent 

video fun! 



SpUerman by UR (S29.SS). 



Augus 
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PR07P: M¥oM 0¥Brhean tentacles by 
cranbbig aal Hoop teazles byboivbw 
over them. 


H it -g 


Choose among 3 dilterent heroes. 
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PROTV: Mn alarm sounds whooever a 
Critter latches onto you. Threwneffby 
qulddy Jumping aretmd. 

Lerels of Terror 

Every space station features a differait 
number of levels, but there are always 


The Merriam Webster Dictionary defines 
“xenophobe” as: One unduly fearful of 
what Is foreign, and especially of people 
of foreign origin. However, considering 
Atari’s latest Lynx hit, Xenophobe, a more 
accurate definition would be: A consum- 
ing temor of swarms of hideous alien 
monsters bent upon devouring your flesh 
aboard a deserted space statiwi! 

fUimao Hors D'oeuvres 

The setting is several hundreds of years 
in the future, on a planet that’s home to 
the remnants of the population of Earth. 
This pl^et is und©" the constant threat 
of attack by the dreaded Xenos - a race 
of nightmare creatures intent upon con- 
suming the entire human race! To defend 
against further Xenos attacks, a system 
of nine space stations guards the planet. 
Now, all COTtact with the space stations 
has been ominously cut off! The last gar- 
bled transmission warned that they had 
all been overrun by the Xenos! It's your 
task, along with up to friree other friends 
via the Comlynx cable, to venture to the 


You 

Scream! 

To begin the game, you beam aboard a 
deserted space station, and the only way 


to get off is to seek out and destrc 
the Xenos aboard. Each station is 
ing at the seams with all kinds of alien 
nasties, from the Pods that th^ hatch 
from to the large, leaping Snotterpillar 
that spits slimy [irfitegm at you!! 

Computer screens located in various 
sections of the station helpfully display 
the percentage of Xenos that remain as 
you continue your hunt. Each character 
begins with 2000 health units which de- 
creases each time you’re attacked or hit 
by Xenos projectiles. Be extra careful of 

tho ririttarc anH tho Ton+arloc \A/hn la+rh 


characters cxi this mission, including 
old veteran Coi. Schickn, the curvaceous 
Dr. PinK the half man-half duck Dr. 

Kwak, and the robot U2 R B52. Once a 
character meets his end, you can contin- 
ue as another character until all the char- 
acters have died off. In multiplayer 
games, each player has fewer lives since 
all Comlynxed playas must share ttie 
same pool of nine characters. 




eight rooms per level. In multi-level sta- 
tions, you must use an elevator to move 
between levels, which offers a brief es- 
cape from the carnage. On certan sta- 
tions, you can venture outside into the 


You can use friree methods to finish a 
mission. Method One is to stay alive as 
long as possible until the Xenos com- 
pletely overrun the station. You’ll auto- 
matically transport back to your ship just 
before the station explodes; howeva; 
you won’t receive any bonus points for 
your efforts. Method Two is to completely 
eradicate all the Xenos in the station. Vbu 
return to your ship a triumphant hero and 
reap bonus points galore. Method Three 
is to locate the Self Destruct mechanism 
aboard certain stations and destroy 
them. You are automaticaily transported 
back to the ship before detonation, and 
you receive bonus points for each Xenos 
desfroyed before the station blew up. 


Regardless of where you are, Xenos 
lurk behind every comer. Be especially 
wary of Festor, the largest Xenos crea- 
ture, who pops up when you l^st ex- 
pect it and paralyzes you with his 
telekinetic gaze. He also launches Xenos 
pods that can bowl you over and hatch 


Graphics Sound Gameplay FunFaclor Challenge 


PrniP:Sn9»mmMlmUimltstr 

aaumttmttm tttmntnKmstuct 

Stetar Scanfest 

Xenophobe is a faithful adaptation of the 
arcade megahit. The graphics take full 
advantage of the Lynx’s color capatelities, 
and the action is fast and furious. The 
game itsetf isn’t extrOTiely difficult, but 
the fan of blasting zillions of slimey, 
goopy aliens makes it an addictingly 
good time for all! 

XenoplHOe by Mtart ($34.9S- Avabable 
FaH90). 


7be robots are your oiriy cbanee If you ev- 
er lose yoiw we^on. 


itnMfftBOteMnr 

Fortunately, you have an arsenal of five 
weapons at your dl^xrsal. You begin 
with a Phaser, but you’ll discover more 
powerful weapons such as the Lighten- 
ing Rifle and the Roofer Gun as you ex- 
plore each level. Keep track of the main- 
tenance droids; friey often cany extra 
weapons. You’ll also come across 
grenades that can destroy large groups 
of Xenos at a time. 


August 1991 77 






By&ttem 

The mazes are back! ! Forty treacher- 
ous new levels await you aid up to 
three other friends in Gauntlet-The 
Third Encounter for the Atari Lynx. 
You've only got your weapon and a lot 
of guts standing between you and a 
horde of ghastly nasties, including: spi- 
ders, ghosts, giant frogs, walking cacti, 
scorpions, and even land sharks! 

In this game, you’re on a quest to 
find the magics Star Gem that fell from 
the skies and landed somewhere in the 
depths of an eerie castle on a nearby 
mountain. You aid your allies must 
venture through endless winding pas- 
sages in order to find the hidden door- 
way to the next level. If you’re brave 
enough and smart enough, you just 
might fight your way to the last level 
where the ^ar Gem is hidden. 

Unlike the previous Gauntlet, this 
game offers a wide variety of new char- 
acters for you to choose from. You have 
your choice of: an Android, an Amazon, 
a Gunfighter, a Wizard, a Pirate, a Punk- 



niew elwacters await you in BawiOet-Tlw 
mnl BicomtBP. 


rocker, a Samurai, orevenaNerd! Each 
character differs in his Speed, Strength, 
Weapons, and Missile levels. Some 
nharacters are faster than ottiers but are 


not as durable when taking hits from 
monsters. You'll have to put each char- 
acter through his paces in order to find 
out which one is perfect for you. 

There are a lot of useful items scat- 
tered ^utthe mazes that really help 
you in your travels. Most importantly are 
apples that increase your life ratings 
and keys that open the many doors that 
bbck your way. There are a variety of 
ancient scrolls that can revive you when 
you die, make you invisible from your 
en^nies, increase your life ratings, and 
repel all enemies frcm you for a couple 
of moments, among other things. 
Located on each level is a computer 
terminal that displays vital messages or 
allows you to purchase v^uable items 
for your inventory. 

Tlw computer smw- 
tlmes otters valuaUe 
tifis amt intormatkm. 


IHIBmH youpselt in a corner 
so they can't come 

PROTIP: Use your tooU items as soon as 
you get them In order to keep space 
open in your inventory. 



Gauntlet-The Third Encounter is radi- 
cally different from other Lynx games 
because it features a 90 degree game 
wew to take advantage of the full lengfri 
of frie screen. To play, you have to flip 
the Lynx on end and hold it upright. The 
main screen gives you an overhead 
perspective of the action, and a smaller 
window at ttie bottom of the screen pro- 
vides a first-person perspective that 
enables you to see things that lie 
directly ahead of you just off the edges 
of the oveitiead screen. At first, it's a lit- 
tle awkward to operate the unit at an 
upright angle, but it’s easy to get used 
to and soon you’ll be blasting away! 

PRO TIP: Watch out 
for giant trogs that 
can jump over walls 
and other obstacles 
to get at you! 


PROTIP: Drop an ob- 
ject from your in- 
ventory to block oft 
passageways. Ibis 
will help keep nas- 
ties away from you 
as explore each 
chamber. 

coin bags lirst it you 
ever need space in your inventory. 
There are more gold coin bags than 
anything else In the mazes. 

PROTIP: Shoot at all the walls and ob- 
stacles, some just might blow away to 
give you easy shortcuts through the 
maze. 



Gauntlet-The Third Encounter is more 
than a sharp sequel to the original 
Gauntlet. The choice of extra charac- 
ters, complex mazes, new nasty villains, 
and the ability to play it anywhere you 
go, puts it in a class by itself! 
Smmtiet-The Ttdrd Encounter by MM 
($S8.m 
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Need a break from your squeaky-clean 
daly routine? Looking for a little excite- 
ment and adventure along with trillions 
of gallons of disgusting, sickening, gut- 
wrenching SUME?!? Well, you’re in muck, 
errr, luck! You’ll get all that aid more in 
Todd’s Adventures in Slime World for the 
Atari Lynx. You and up to seven other 
Comlynxed friends are in store for the 
grossest escapade of your lives! 


You are Todd, famous intergalactic ex- 
plorer, and you’ve located a mysterious 
derelict star^ip. Onboard you find a cap- 
tain’s log which describes a planet called 
“Slime Wald’’ that’s filled with a vast 
treasure of priceless Slime Gems, 

You throw your ship into a hyper- 
speed U-tum and rocket straight for 
Slime World! However, gathering Slime 
Gems won’t be easy because they’re 
scattered within the deepest levels of the 
planet. And you must venture into the 
bowels of Slime Wcrid on foot! During 
your quest, you’ll trudge, climb, jump, and 
crawl through hundreds of slime-dripping 
underground chambers and fight off 
hordes of repulsive, gooey monsters! 


You have your choice of six different 
adventures! Unfortunately, each time you 
plunge into the depths of Sime Warld, 
you only have a few vague clues to 
guide you. Fortunately, you have a hefty 
arsen^ of weapons at your disposal. In 
addition to your laser pistol, you can find 
Mega Bombs, Slime Shields, Slime 
Cleansers, and portable Jet Packs along 
the way. Your most valuable item is the 
Computer Map which provides a super- 
detailed diagram of the winding maze of 
passages around you. 






PROW: SaWng oft Mega Bombs reguires 
extreme caution. Make sura that you can 
0ckly duck Into an adjacent chamber as 
soon as you set one off, or you'll end up 
charbrolled like everything elsel 

You’ll be amazed at the multitude of cav- 
erns, creatures, and catasftophes await- 
ing you at every turn. Watch your step. 



ne computer map helps you get out of 
Slime Worldl 


The Jet Pad( helps you keep your Air Jor- 
dan's clean. 


Canivorous monsters that lay sub- 
maged beneath the slime can swallow 
you whole! You may also encounter slip- 
pery fi^ds of ice, underground rivers of 
slime, and pulsating orbs that frequently 
erupt in a shower of green goop! 

Try to avoid getting too much slime 
on yourself, it’s deadly stuff that can kill 
you if you don’t use a Slime Shield, find 
a Super Slime Gem, or rinse off in a poo! 
of clear water. 



PROTIP: Since you can only carry one 
Slime Shield at a time, It's best to activate 
a shield each time you find a new one. It 
never hurts to have extra protection! 


Soci^SSmms 

With the Comtynx you can get down and 
dirty with your friends. Slosh through the 
sludge together or muck around individu- 
ally. Also, in some adventures you coop- 
erate with each other, in others you get 
into some saious slimeslinging! 

Oem'toawMax! 

Adventure gaming fans will flip for Todd’s 
Adventures in Slime World and quickly 
find themselves knee-deep in slimey sus- 
pense and muck-raking action. This cart 
is a fine showcase for the full range of 
the Lynx’s video and graphic capabilities. 
Sharp graphics and an engaging story- 
line guarantee a fun-filled, messy time 
for alii 


Todd's Adventures in SUme World by Atari 
(S34.35). 
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1W0 CRASH COURSES HUT 


Take two courses that cover a lot of 
ground in a hurry. Konami" brings NASCAR* 
endorsed, smash and crash stock car warfare to 
the NES™ and Game Boy™ Winston Cup 
Champion Bill Elliott helped design the ultimate 
driving experience, complete with functional 
instrument gauges, authentic pit stops, 200 mph 
duels for pole position, spin-outs and a mind 
blowing first person perspective. You actually 
feel like you’re in the roll cage of a real racer! 

Slide into one of three asphalt eating 
stock cars— Ford Thunderbird, Chevy Lumina 
or Pontiac Grand Prix (or an Oldsmobile 
Cutlass for Game Boy). Adapt your beast by 


adjusting gear ratio, spoiler angle, tire stagger 
and transmission to the hairpin turns of Sears 
Point and Watkins Glen or the high banked ovals 
of Daytona and Talladega (or Atlanta for Game 
Boy). Then get ready to scrape sheet metal against 
Bill Elliott and 14 of the nation’s nastiest 
NASCAR drivers, either in single races or the 
grueling Championship Season. 

Then, when you become a gifted gear 
jammer, enter the Konami Bill Elliott’s NASCAR 
Challenge™ Contest. Send in your best NES or 
Game Boy Championship Season score. We’ll 
fly the eight hottest prospects, four for the NES 
and four for Game Boy, in on Midway Airlines” 





WILL DRIVE YOU STEER GMZr. 




to meet Bill Elliott and witness the 1992 Daytona 500. Then, each player will compete on 
the Bill Elliott game version on which they qualified. 

The winners receive a Ford Thunderbird Super 
Coupe! Even if you don’t 
have the point standings 
for Daytona, you can still 
win a Bill Elliott/Konami 
Racing Team jacket or a 
Bill Elliott NASCAR 
Racing™ LCD hand held 
game. See gamepak for 
contest details. So racers, start your engines, 
you’re competing to capture the flag as well as 
the Ford. 


LDIU 


^ KONAM! 

^ Con(eslends7<22/9l Void «i Maryland, \fer(nont OjeOecandwherepiptiibiled 
H ji« and snify loim available mside soeciaily marked packegea Konami' rs a 
registered liademark ol Koeami industry Co . Ltd Bill Enioii s NASCAS' Cnailenge"' 
BillElliotlsNASCAn‘FaslTradis™andBillElliotlsNASCAn‘Raong™aretrademadis 


iBrgnis Reserved 







Konamr unleashes a combina- 
tion all-out aerial assault and gut 
churning ground blitz for your NES™ 

Its name: Laser Invasion™ The target: 

Sheik Toxic Moron and his earth shat- 
tering TechnoScorch Missiles. 

You’ll pilot the Laser Invasion 
Helijet, an air slicing armor plated 
powerhouse ready to fire your choice 
You must bank, dive and hover, employing c 
combat techniques against unrelenting waves 
of airborne enemies. 


and charge 
of the 

3-D Confusion Maze. To get there, pounce on 
divisions of Pharaoh Phantom tanks, chiller choppers, and 
an army of grenade throwing, machine gun toting terrors. 

Between battles, your life hinges on your own 
tactical decisions. Gather enough skin saving objects, 
ammo and intelligence and you’ll 
penetrate the Sheik’s fortress of 
doom. But there won’t be much time to do 
your^irty work. So let the invasion begin. 

__ ' And now zap $10 off LaserScope™ 

• .. Voice Command Optical Targeting Headset 
with'drebate offer j* 

Inside every Laser KONAM! 

Invasion package. ^ 


T ‘EM LOW. 


HIT ‘EM HI 



r« •* — ^ jfk 


Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 
From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www.retromags.com 


We are only interested in preserving classic magazines 
that are at least 5 years out of print. 

We have no desire or intention to profit from these in any way. 

So please, if you come across people trying to sell these releases, don't support them! 


Thank You and ENJOY! 



